
ji '“’j" 



Number 68 



March/April 1984 



The Magazin** of Science Fiction 



i&mw 



\n OGRE Scenario with new units 
by Craig York and Steve Jackson 



FEATURED REVIEWS: 

BUG-EYED MONSTERS 
NUCLEAR ESCALATION 
STAR VENTURE STRATEGY TIPS 
ILLUMINATI VARIANT 
AND 7 PAGES OF CAPSULES 



Ilf' iim 

I Jif] 






Mpf Wfr^^'v 




H pHr 

I Mi 

■P jm/ Llffl 




















The Expanding Universe of Traveller 

Why do more people play Traveller than any other science fiction role-playing game? 

Because GDW knows that you can't fit the whole universe into one box. 

There are nearly 50 adventures, supplements, rules expansions, games, and modules for Traveller— so far. Each one adds new ideas 
to make your campaign more exciting. Choose just the ones you want — the Traveller universe is as large as you want to make it. 



The Traveller Adventure 



Murder 

cturus St 



on Arcturus Station 



Actually; it's much more than an 
ture: it's a whole series of adven- 
tures making up an integrated cam- 
paign. It's a 160-page; SVsxll" 
book filled with enough adventure 
to last for months of play. 

It ail starts when the adventurers 
meet Gvoudzon, a Vargr who has a 
stolen treasure: a jeweled brooch t 
with a secret message hidden 
within it. Gvoudzon doesn't 
know what the message iS; 
but soon the adventurers 
find that a great many pow- 
erful people are willing to 
kill to get it. Soon the 
party find themselves in- 
volved in a museum 
burglary an attack by 
Vargr commandos, 
lanthanum smugglers, 
bureaucratic intrigues, 
kidnapping, and a full- 
scale megacorporate 



advem tradewar. Meanwhile, they must try to 
make a profit as the crew of a subsidized 
merchant, seeking cargo and patrons 
among the strange worlds and 
stranger inhabitants of the Are- 
mis subsector: the under- 
ground city of Leedor, the 
nature-worshipping dicta- 
torship of Pysadi, 
the eugenic elitists 
of Paya, the alien 
matriarchy ofYebab, 
r Junidy with its co- 
v,- dominium of humans 
_ ^and native “Dandelions", 
and many others. 

. ^ Also included is a complete 
character generation system for the 
alien Vargr, plus a wealth of background in- 
formation on the Imperium, the Spinward 
Marches, and the Aramis subsector. 

The Traveller Adventure is the largest Traveller 
project ever undertaken; the equivalent of 6 to 8 
of our other hooks, it's an amazing bargain at $12. 




A corporate executive has been 
murdered on Station Three of Arcturus 
Belt. It's up to the referee to decide which 
of the nine suspects is guilty. Was it the ex- 
ecutive's estranged wife? His mistress? 
The Solomani rebel? The Aslan noble? The 
adventure tells how to construct each of 
the possible crimes: motives, clues, alibis, 
even misleading clues pointing to the 
wrong suspect. 

Then it's up to the adventurers to solve 
the mystery by questioning the suspects, 
discovering clues, and using their powers 
of deduction. But watch out: the murderer 
may strike again. 

Murder on Arcturus Station is a classical 
mystery in the tradition of Agatha Christie 
and Dorothy Sayers— except that it takes 
place in an asteroid belt, one of the 
suspects isn't human, and several of the 
others are possessed of odd cultural quirks. 

At 56 pages, Murder on Arcturus Station 
is longer than most Traveller adventures, 
but it's still only $5. 




Tarsus Scouts Veterans 



When a game takes in the entire 
universe, it's easy to forget how large and 
complex even a single world can be. 
Traveller boxed modules, of which Tarsus 
is the first, are intended as demonstrations 
of how much scope for adventure one 
planet, described in detail, can provide. 

The 24-page world data book covers the 
world's history, geography, climate, flora 
and fauna, and the myriad other details that 
make this world unique in the universe. 
Five scenario folders deal with a few of 
the possible adventure situations, including 
the maneuvers of various political factions 
and the megacorporation SuSAG, rumors 
of strange events deep in the tanglewald, 
and trouble on the family ranch. Also in- 
cluded are 3 maps and 12 character cards. 
The entire world is available for only $12. 




Traveller Book 6 offers expanded 
treatment of the Scout Service similar to 
Mercenary's and High Guard's expansion 
of the Army and Navy. It describes the 
organization and history of the service, in- 
cluding all its various component offices 
and branches. A detailed character genera- 
tion system offers new skills and makes 
provision for service in all branches of the 
Scout Service. 

In addition, the book contains new rules 
for generating complete planetary systems: 
number, spectral type, and temperature of 
stars, habitable zones, and the number and 
orbits of all the system's planets and their 
moons. Rules for generating factors affec- 
ting a world's climate are also included: 
albedo, orbital eccentricity, average surface 
temperature, axial tilt, and the greenhouse 
effect are all taken into account. 

The new rules are fully compatible with 
the original Traveller world creation rules, 
and systems already generated under the 
original rules may be expanded easily. 

As an example, two complete stellar 
systems are included: Regina and Sol. 

Price: $6. 



This supplement is a handy aid for the 
referee using Book 4, Mercenary. It con- 
tains over 200 pre-generated Mercenary 
characters from all branches of the Army 
and Marines, ranks from private to colonel, 
and tech levels from 7 to 15. 

Veterans is especially useful when 
players are recruiting a mercenary unit. 
Each character is given a full resume for the 
players to see; information reserved for the 
referee is in a separate section. Price: $5. 



The Journal 

of the Travellers' Aid Society 



The Journal is a quarterly 
magazine crammed with new 
Traveller material. Each issue 
contains two ready-to-play 
scenarios, a description of an 
alien race, and much more. If 
you're serious about Traveller, 
the Journal is for you. 

Issue #18 Es now available. Single 
issue: $2.50: subscriptions: $9 
per year In the US and Canada, 
$18 (includes airmail) elsewhere. 





Gcfne Designers' Workshop 

P.O. Box 1646, Bloomington, Illinois 61702 

Available from better hobby stores around the world or direct from GDW. Free catalog on request. 
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A h, the halcyon days of the Fifties, 
when television was growing like an 
l out-of-control fungus and America 
was king. For ten years, an innocent 
America slept the deep sleep of power and 
contentment. It would take later decades 
to show us that life is not always so peace- 
ful and quiet. Many of us “Fifties kids,” at 
any rate, were too busy to wonder where 
the wars were . . . and the tension . , * and 
the crises. We were at the movies, and 
some of us never really came out* 

A flick cost 25 cents at the Marine The- 
ater, just off Flatbush Avenue in Brook- 
lyn, Then, outrage! The price jumped to 
50 cents. Two quarters! Right out of your 
popcorn money! Still, the theater contin- 
ued to supply something guaranteed to 
provide an afternoon's fun — the matron* 
The matron was a standard issue white- 
haired lady who, armed only with a flash- 
light and a starched white outfit, sought 
to keep the running, screaming, and pop- 
corn throwing to a minimum. Many a 
boring western must have had her on the 
brink of madness* 



Matrons come and go, but the Fifties 
flicks, the sci-fi and horror films, will be 
with us forever. The horror films were un- 
bloody but, to our young sensibilities, 
terrifying. Even in the hottest summer 
weather, you always brought a coat . . * 
so that at the crucial moment when the 
monster's horribly disfigured face finally 
appeared, you could cover your head! 

“What's happening?” you'd ask your 
companions eagerly* But all too often, 
they were also playing ostrich under their 
shiny pseudo -satin flight jackets. 

And the science -fiction . . . This was 
before SF became “respectable,” when 
we knew that most aliens (with the excep- 
tion of Michael Rennie in The Day The 
Earth Stood Still) were out to conquer 
our planet. This was a time when America 
was king of countries; it stood to reason 
that the Earth was the king of planets. 

For years, people have tried to read 
social “messages” into these films. Fifties 
horror and SF films have been described 
as parables of the “Commie menace” or 
the loss of individuality that went along 



with grey -flannel suits. Maybe so. I just 
feel that the filmmakers were out to scare 
the bee-jeez out of the post-Howdy Doody 
set. 

But time moves on. The big-headed, 
multi-clawed creatures gave way to Stan- 
ley Kubrick's HAL. Science fiction became 
either serious or swashbuckling. It was left 
for late night TV to remind us of those 
wonderful days of terrible movies . , * TV, 
and Greg Costikyan* 

Greg Costikyan, designer of The Crea- 
ture That Ate Sheboygan (TSR trade- 
mark, folks!), has created Bug-Eyed Mon- 
sters and released it through West End 
Games. The game is an amalgamation of a 
number of SF film themes, with the great- 
est debt owed to They Came From Outer 
Space. The box cover lets you know wdiat 
to expect: Three well-developed women, 
dressed in pedal-pushers, pumps, and the 
low-cut blouses that passed for style in 
the Fifties, are being clutched by tenta- 
cled creatures with large, yes, bug eyes 
and crunching mouth -parts. On the bot- 
tom of the cover, in large letters, the 
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words scream; They Want Our Women! 

It’s lurid and altogether wonderful. 

Bug-Eyed Monsters is set in 1951. be- 
fore Dwight D. Eisenhower’s election as 
president. Tw r o scenarios are included with 
the game. In the first^ the BEM player 
lands his ship outside the town of Free- 
dom, New Hampshire and sends out his 
monsters on grav-sleds to kidnap women. 
(We’re not told why, unless it’s the same 
reason used in the movie Plan 9 From 
Outer Space — fertility problems back on 
the home plane tj The town is charming- 
ly depicted on a map which includes a 
firehouse, church, restaurant, school, and 
several homes. The residents of Freedom 
include John and Bess Budge, and their 
lovely daughter, Madge. We also meet 
Junie and Janet Jane and their little buck- 
aroo of a son, Junior. There are even dogs 
and (god help us!) Democrats scattered 
about the town. There are also counters 
for fire trucks, pick-up trucks, guns, pitch- 
forks, chainsaws, axes, snowmobiles, and 
lasers. Everything, in short, that you could 
possibly want to fight an invasion of 
w omen-stealing aliens. 

The BEMs 5 job is to destroy Freedom’s 
males while knocking out the females. 
Combat is resolved using a simple system 
involving, characters’ Combat Strength, 
Weapons, and, in the case of ranged fire, 
Aim ability. All necessary information is 
right on the counters. A table is used to 
determine the outcome of battles, with 



results ranging from no effect to wound- 
ed or killed. 

Each woman has a pulchritude value 
from 1 to 6. The higher the value (the 
prettier she is), the more she is valued by 
the BE Ms. Unfortunately, in the presence 
of a knockout like Jill Fredricks (a 6!), 
the monsters can become “Lust Crazed,” 
which means they cannot move or attack 
any males. Ah, romance. 

Once a house is attacked, everyone in- 
side becomes “active” and the human 
player can either attack or move any sur- 
vivors to alert sleeping townsfolk. A lot 
of nifty rules make this part of the game 
especially fun. Any Church Officer, for 
example, can ring the church bell to alert 
other church members. A fireman can race 
to the firehouse and summon all the vol- 
unteer firemen. Dogs can only bark — they 
activate humans only on a roll of 1 on 
1 D6. And nobody listens to the Fredericks 
because theyTe Democrats and drunkards. 

The ten-turn game becomes a race to 
alert the town; in force, the townsfolk can 
stop the aliens. The aliens, meanwhile, 
must try to capture the most pulchritudi- 
nous women in order to gain victory with- 
in the turn limit. Going only for the real 
beauties can make that easier. The BEMs 
must try to cut off key houses while stop- 
ping anyone from alerting the townspeo- 
ple. The human player has to decide when 
to attack, when to alert, and must always 
second-guess the BEMs’ next attack. 



The second scenario, “Aliens Kidnap 
Presidential Hopeful,” gives you a chance 
to play out the little-known story of Ike’s 
encounter with our BEM friends. The 
counters for Eisenhower, state troopers, 
and secret agents, are hidden on the map. 
Their locations are noted on a sheet of 
paper. The BEMs have to find Ike (all the 
while dodging agents, troopers, and towns- 
people), and carn^ him to their ship. Just 
what the BEMs plan on doing with Ike is 
never explained. (Maybe they need a cou- 
ple of quiet years . , .) 

The overall quality of the rules, coun- 
ters, and the attractive, helpful map board 
is first-rate. The scenarios play marvelous- 
ly. Bug-Eyed Monsters even proves to be 
an excellent solitaire game. Playing solo, 
it took many games for me to figure out 
just how the BEMs should organize their 
attack on the town. Then, the challenge 
shifted to the humans and how they could 
be rallied in the most effective w r ay to stop 
the horrible invaders. 

And they have to be stopped, don’t 
they? 

They want our women! 
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B.C.'s Quest/ Tires . 


526 


DATA MOST 




Dark Crystal . . . 


$28 


Aztec 


$30 


Dragon’s Keep 


519 


Cavern Creature 


.$23 


Frogger . ... 


$26 


Mr. Robol 


$26 


lime Zone. 


575 


Swashbuckler 


.$30 


Ultima 11 


$45 


Super Bunny . 


$23 


SIR-TECH 




Wiz Plus 


.$30 


Knighl ol Diamonds 


$26 


DATA SOFT 




Legacy of Liylgamyn . 


530 


Sands ol Egypt 


.$23 


Wizardry . 


$37 


Zaxxon 


$30 


Crypt of Medea 


$26 


EPYX 




Rescue Raiders 


$26 


Danger in DrindiSti . . . 


$15 


Wizziprinl 


519 


Dragon Eye 


$23 


STRATEGIC SIMULATIONS 




Rescue at Rigel 


. $23 


Cosmic Balance 


$30 


Sorceress ol Siva 


.$23 


Fighter Command 


$45 


Star Warrior 


.$23 


Galaiic Gladiator 


$30 


Temple Apshai 


.$36 


Germany 1985 


$45 


Upper Rchof Apshai . . . 


.$15 


Battle ol Normandy 


$30 


HAYDEN SOFTWARE 




Shattered Alliance 


$45 


Sargon .11 


.$38 


Tigers in the Snow 


$30 


INFOCON 




Rapid Depidyment 


.$26 


tnfidef 


$38 


fGer 1985 Rules Rq) 




Planet Fall 


$36 


Questran 


$38 


Stare ross ... 


$30 


SYNERGISTIC 




Suspended 


. .$38 


Adventure /Atlantis. 


$30 


Witness 


.$36 


Campaign Trilogy 


$23 


Zork 1 . Mil 


$30 


Procyon Warrior 


$19 


MICRO 




LF-Boal Command 


$19 


Miner 204 9er 


$30 


Escape from A returns 


$23 


MUSE SOFTWARE 




ULTHAS0FT 




Castie Wallenstein . . . 


$2-3 


Mask of the Sun . . 


$30 


Titan Empire 


. .$26 


Serpent's Star 


$30 
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In the near-freezing water at the bot- 
tom of the Arctic Ocean., three great 
shapes churned up clouds of silt as they 
neared the Siberian coast. They spoke to 
one another in numbers, their whole con- 
versation lasting milliseconds. 

“Icepick Leader, this is Icepick Two. 
We are within projected range of enemy 
motion sensors.” 

“Contact definite, Icepick Two. I just 
rolled over one. We can expect underwat- 
er anti-commando squads at any time 
now,” 

“Icepick Leader, this is Icepick Three. 
I have multiple contacts to the east at a 
range of 6000 meters. Readings consis- 
tent with marine battlesuits,” 

“Icepick Two, do you have any con- 
tacts yet?” 

“Negative, Icepick Leader,” 

“Nor do I. Icepick Three, break off 
and proceed east. Stay under the ice as 
long as possible. Go for the eastern shore 
battery. Icepick Two, take the lead and 
proceed north.” 

The grade grew steeper as they neared 
the shore, and the meager sun of early 
May filtered weakly through the breaking 
ice. 

“Icepick Two, we have incoming fire.” 

Nuclear explosions wiped away the 
covering ice and sought the machines 
beneath. Through flame and steam, the 
Ogres rolled on. 

“Report status, Icepick Two,” 

“Undamaged.” 



The major’s afternoon walk was inter- 
rup ted by the signal buzz of his radio , He 
pressed the respond button and spoke 
into the mike. “Makharov here. Go ahead, 
station,” 

“Major, this is Colonel Androvitch. 
What is your location?” The colonel 
sounded worried, 

“Cm six kilometers north of the sta- 
tion, just west of the road on the south 
bank of the lesta. What’s going on?” 

“You will proceed back to the sta- 
tion immediately, Androvitch out.” 

“But I’m on foot . , Makharov 
responded, even as contact was broken. 
His consternation eased somewhat as he 
heard the familiar whine of a ground 
effect vehicle approach. Then the hairs on 
the back of his neck stood straight up as 
he recognized an equally familiar, but 
totally unexpected, sound. The shore bat- 
teries w T ere firing. 



The major studied the young hover- 
craft pilot who had picked him up. He 
hadn’t seen her before. From a German 
unit, by her shoulder patch. And the 
name badge over the breast: Zahn. “Lieu- 
tenant Ulrike Zahn?” 

“I am she, Comrade Major.” Formal, 
thought Makharov. Definitely, very Ger- 
man. 

“You must have just gotten off the 
plane. 1 wasn’t expecting you for two 
more days.” 

“Comrade. Major, have you not been 
informed? We are under attack.” 



“By whom?” 

“By what, Major, Cybertanks.” 

“More than one?” 

“Two, according to the infantry re- 
port.” 

“And their type?” he almost whisper* 
ed. 

“Either Mark III or a modified Mark 
II. The observers were uncertain,” 

“Merciful God. We can’t handle two 
Mark Ills.” 

“But we have a very good chance if 
they are Mark II units. Especially since 
the addition of Battery Rudolf. The Mark 
II is underarmored.” 

“You are surprisingly well-informed 
for a lieutenant. You are a Party member, 
I assume?” 

“Comrade Major, I did not mean 
to . . .” 

“Answer the question.” 

“Yes, Comrade Major, I am a Party 
member,” 

“Good. I would not want to die under 
an Ogre’s guns without the blessing of 
St, Lenin. Now r turn this machine around. 
And acknowledge no further transmis- 
sions from Station Andropov until I tell 
you otherwise. I haven’t time to waste 
debating strategy with the Colonel.” 

That ought to put a boil on her party 
hide, Makharov thought. Instead, she 
grinned like a cat and threw the hover- 
craft into a tighter turn than any Mak- 
harov had seen in some time. It's a good 
thing I skipped lunch , he reflected. 

“You’re a pretty good pilot, Lieuten- 
ant - for a party member. Tell me, have 
you ever faced cybertanks before?” 

“I was at Gibraltar, Comrade Major.” 
She said nothing else, and Makharov 
began to check the guns. 



“Icepick Leader, this is Icepick Three. 
I eliminated the gun. but lost treads and a 
secondary. How shall I proceed?” 

“Icepick Three, are you still capable of 
rated speed?” 

“Affirmative, Icepick Leader.” 
“Proceed due south. The briefing show- 
ed a bridge about six kilometers down the 
road. Cross it and hold station among the 
buildings if attacked; otherwise proceed 
directly against the installation.” 

“Icepick Leader, this is Icepick Two* 
Have broken surface. Briefing was in error; 
I am taking fire from at least one shore 
battery other than the one on the pier. 
Minor tread damage. Instructions?” 
“Attack the pier, Icepick Two.” 



“. , , hit it as it came out of the surf! 
Major, the pier is completely gone.” 
“What about the infantry?” 

“Third and fourth squads are right 
behind them, sir* Sixth was on the pier 
with Battery Nadia, Others are making 
best speed this way. Sir, we are getting a 
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call from Group Lansky; they're coming 
in off the ice, about two klieks out*” 
“Group Lansky , this is Major Mak- 
harov. Do you read?” 

“Group Captain Bledenev, Major. We 
have targets in sight. One is definitely a 
Mark II. but the other one is bigger. Shall 
we proceed.?” 

“Do what you can in one pass, Cap- 
tain, then proceed east at speed. There's 
another one on Gorky Road; it took out 
Olga and is heading for the station* Catch 
it on the bridge and drop it into the 
swamp if you can. Makharov out.” With 
the perfect vision of hindsight, Makharov 
regretted his failure to insist that the 
bridges be mined. 

“Major, we are in position, awaiting 
orders.” It was the Frenchman, Captain 
Blanchard. He had arrived the week 
before with a dozen factory -fresh light 
tanks. Staff had ordered a field test in 
Arctic conditions. They'd get it. He only 
hoped Blanchard lived to make the report. 

“Captain, you are to encircle the 
enemy. Under no circumstances attempt 
to close with them; leave that to the hov- 
ers* Get between them and the sea. Order 
your men to concentrate fire on the lead 
vehicle's weapons. I will lead Group Iesta- 
grad on its companion.” 

“Understood. Blanchard out*” At least 
his Russian was good, thought the major. 

“Major, the station reports taking 
severe damage*” 

“Where, Lieutenant?” 

“Admin building. No damage to the 
lasers or the reactor. Sir . . . the colonel 
was there.” 

“So it goes * , . There's Group Lansky* 
Take us in on the big one, Lieutenant.” 
Battery Rudolf, the surviving howit- 
zer, finally ranged the trailing Ogre* A 
direct hit shattered the right rear tread 
housing. The Ogre paused, then lurched 
forward again, trailing pieces of its sus- 
pension. The Ogre's remaining missile 
swiveled to the rear, but even as it lifted 
from the monster's back, tracer fire danc- 
ed over the missile, deflecting it to the 
ground well short of its intended target. 
It did not explode. 

Amid the smoke and ash, Group Lan- 
sky roared by the leading attacker, right 
under its guns. Three of the group's num- 
ber sped past it and away; the fourth was 
caught beneath the treads as the Ogre 
suddenly veered to the right.. 

The trailing Ogre filled the windscreen 
ahead, and Makharov concentrated his fire 
on the main gun, even as Battery Rudolf 
scored again, smashing more treads. Be- 
hind him, Group Iestagrad came in, while 
Lieutenant Zahn threw the G.E.V. around 
like a sport-hover as they circled for an- 
other pass. They sped back at the Ogre, 
passing Shermayev coming out of his run. 
Kropotkin hadn't made it, nor did Sher- 
mayev get much further. 

Makharov's eyes widened. Blanchard 
was ignoring orders; his light tanks were 
charging like cossaeks. Three of the small 



tanks were hit, and the rest broke in 
every direction. Well, that’s one way to 
encircle it, thought Makharov. Then he 
noticed that the Mark Ill’s main gun was 
drooping brokenly. One of Blanchard’s 
men had gotten it, but three of the secon- 
daries were still spitting fire. 

Suddenly, the leading cybertank - the 
Mark II — was silhouetted in a fireball. 
Battery Rudolf had changed targets and 
scored again. They were earning their 
rations today. “Battery Rudolf, this is 
Makharov* Go back to your original tar- 
get. The leading one is scrap.” 



“Icepick Leader, this is Icepick Three* 
My treads have been disabled by laser 
fire. ! am immobile, 1700 meters from 
the target installation.” 

“Icepick Three, what is your weapon 
status?” 

“Icepick Leader, 1 have a secondary 
battery and three AP guns. Wait. Correc- 
tion: I no longer have a secondary bat- 
tery.” 

“Icepick Three, whal is installation 
status?” 

“Icepick Leader, the laser tower is 
located 0403* I fired on it but did no evi- 
dent damage. A complex of office build- 
ings at 0404 has been eliminated. Two 
hovercraft from the force that engaged 
me are proceeding in your direction.” 
“Icepick Leader, this is Icepick Two. 1 
am now immobile. If you survive to return 
to Base, it is suggested that you point out 
that Icepick Three and I were needlessly 
expended due to faulty intelligence work. 
Forces here were fifty percent greater 
than anticipated. It would have been 
The smaller Ogre’s analysis ended in a 
crackle of static. Icepick Leader would 
have to complete the mission alone. 



“Major, Battery Rudolf reports that 
the big cyber has moved out of range*” 
We*re on our own, thought Makharov. 
The station was barely seven klieks ahead, 
and the surviving Ogre was making excel- 
lent time down the road, even with its 
damaged treads. Fifteen minutes, and it 
would be in range of the tower. Twenty 
minutes, and it wouldn't even need guns* 
It could walk right over the base. Just 
like Gibraltar, he thought. He had no 
time to dwell on this, however, as Zahn 
spun them and headed in again* Like a 
ballerina, thought Makharov, as he began 
firing. 



Icepick Leader counted the meters to 
the laser tower. Its gun barrels were tilted 
at a perfect 45-degree angle, ensuring the 
greatest possible trajectory. The instant 
a hit became possible, the Ogre’s targeting 
laser painted a spot at the base of the 



mushroom-shaped tower. The main bat- 
tery fired; the tower quivered. The big 
gun spoke again and again, the Ogre ignor- 
ing the tiny enemies swarming about its 
treads* Then, as the range closed, the 
Ogre’s surviving secondary joined in. 
Abruptly, the tower’s hundred-meter 
bulk dissolved into shards of steel and 
concrete. The Ogre scanned for the reac- 
tor building just before it died in a hail of 
tac-nukes and bomb drones. The infantry 
had arrived, but it was a little late. 



M akharov surveyed the remains of the 
big Ogre and of the installation beyond* 
The Combine would probably be launch- 
ing a test missile at them any time, to 
check their robots' handiwork. He thought 
of the flask in his pocket, forgotten since 
the interruption of his stroll. Only the 
barest trace of the day remained, and he 
considered taking a last walk on the tun- 
dra before the missile came in. Why not 
have a quiet drink with the lieutenant and 
wait for the end? He put that thought 
away in disgust. Robots throw their lives 
away , and so do men , he reflected. But 
not without purpose. “Lieutenant! Order 
all units to regroup and rendezvous out- 
side Iestagrad. We have an evacuation to 
organize, and not enough time.” Pocket- 
ing his flask, he climbed into the CK 
air e ad y-m o ving h o v er cr a ft* 9 wM 
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fl BEGINNER'S 
GUIDE TQ 
NAP-BASHING 



In the ongoing conflict between Pan- 
europc and the Combine, the real loser 
seems to be that thirty -kilo meter strip of 
land, located out there * . . somewhere. 
After you’ve fought over the Ogre and 
G.E t V. maps enough times to reduce 
every square inch to radioactive rubble, 
you’ll no doubt start looking for new 



worlds (or at least counties) to conquer. 
Blank hex paper is fine, but an office cop- 
ier and some highlighters can give you a 
new map while retaining some of the look 
of the originals. 

The first step is to run off a copy of 
the original G t E. F. map; it is larger than 
the Ogre map and has more interesting 



terrain. An office copier will do it in two 
legal-size sheets; adjust the copy darkness 
until you have clear, black hexlines and 
numbers. Most terrain w r ill turn to a fea- 
tureless gray, except for roads, which 
stand out boldly. Close examination will 
let you distinguish between land and sea 
hexes — but you can hide this distinction 
in the next step if you like. 

Now you color the map. The key to 
this is the use of “highlighters,” the trans- 
parent felt-tip pens that we all used in 
high school and college. These tint the 
map without obscuring the hex lines and 
numbers, and come in a variety of useful 
colors. Green gives you fields, green with 
a little blue makes forest, blue gives ocean, 
yellow provides desert, yellow plus pink 
will produce a good orange for craters, A 
regular black felt-tip can then be used, if 
necessary, to add roads, bridges, etc. To 
indicate a town, leave the hex uncolored 
(or partially so) to simulate the black- 
and-white effect of the towns on the orig- 
inal map. 

For a specific example, here’s how to 
create the map for “Icepick.” Start with 
the G,E, F. map. After taping the two 
copied sections together, run a blue line 
from the edge of the swamp (2306) along 
the edge of the lake down to the large 
river bridge in hex 2013. Go around the 
bridge (be., leave it white) to produce the 
pier of the story, which projects into the 
ocean. Continue the blue line down the 
west edge of the river to the point at which 
it meets the southern stream (1616) and 
follow the line of the stream to the west 
edge of the map. Everything south of this 
blue line is now colored totally blue, 
becoming the Arctic Ocean. Roads in the 
ocean, of course, are not usable! 

Now re-color the two other streams 
in their original location, and create 
“swamp” in the line of hexes south and 
east of the southern stream (be., hexes 
0108 to 1013) by stippling these hexes 
green and blue. Hexes 0913, 1013, 1113, 
1114, and 1214 are also swamp. All roads 
remain the same. All other hexes are col- 
ored light green except the town hexes; 
thus, there is no forest on the new map, 
and no swamp except that which you just 
added. If you wish, you can add local 
names: the large town to the NE is Iesta- 
grad, the two-hex town at the junction is 
Iestagrad Base, and the three-hex town to 
the NW is Station Andropov, the laser 
defense installation that the Ogres in “Ice- 
pick” are trying to take out. The small 
village just south of the swamp is Gorky. 

Obviously, this is just one example. 
Other map-bashing possibilities include 
turning all but the forest hexes blue to 
get a group of islands; coloring the clear 
hexes dark green and treating the forest 
as clear terrain; cross-hatching the forests 
to get a large urban area . . . whatever you 
like. 

Thanks go to Rickie La t tie of San Mar- 
cos, TX, whose cratered xeroxes led to 
the original idea for map-bashing. 
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After making the map (see “A Begin- 
ner's Guide to Map-Bashing"), the defend- 
ing player (Wliite/Paneuropean) gets the 
following forces: 

Three howitzers: one (Battery Nadia) 
within two hexes of the pier at 2013, one 
(Battery Olga) within two hexes of the 
point at 1616, and one (Battery Rudolf) 
anywhere on the board. These may be 
regular howitzer units, mobile howitzers, 
or any combination. 

Nine GEVs: four (Group Lansky) set 
up anywhere in the blue ice/ocean area, 
four (Group lestagrad) in the town hexes 
at 1408 and/or 1409, and one at 0708. 

Twelve light tanks, set up in four stacks 
of three, anywhere south of the road con- 
necting hexes 0104 and 2304. 

Tw r elve strength points of infantry, as 
follows: Four marine squads anywhere in 
the blue area, two single or one double 
squad stacked with any one or two of the 
howitzers, and one triple squad each at 
1408 and 1508 (which, incidentally, is 
the base area for Groups lestagrad and 
Lansky). 

The Paneuropean installation (Station 
Andropov) is represented by three coun- 
ters in the town hexes at 0304/0403/ 
0404: One represents the reactor; one 
represents the laboratories and adminis- 
trative offices; one represents the laser 
tower. The installation is protected by 
electronic and optical jamming; the Ogres 
cannot fell which unit represents which 
part of the complex until they come close. 
(The Ogre player does not know which is 
which when play begins — see Special 
Rules.) 

The Combine player gets three Ogres. 
Icepick Leader is a standard Ogre Mark 
III; Icepick Two and Three are obsolete 
(but still dangerous) Mark II units, with 
characteristics as follows: one main bat- 



tery (4/3; D4); two secondaries (3/2; D2); 
six AP (1/1; Dl); and thirty tread units 
(starting speed of 3, reduced by 1 for each 
ten tread units lost). (The D2 defense for 
Mark II secondaries is not a typo. Mark 
Us w r ere underarmored.) The Ogres may 
set up to the south (anywhere within five 
hexes of the edge of the map); to the east 
(any hex on the east edge of the map, but 
not north of 2308), or both. The Ogres 
may not be stacked. The Ogre player 
moves first. Note that, until the Ogres 
leave the water, they travel at the stan- 
dard underwater movement rate of one 
hex per turn, but may not be attacked 
except by HWZ and MHWZ fire (at half 
strength) and by marine battlesuits. 

BETJP SEQUENCE 

1 . The defending player sets up Bat- 
teries Olga and Nadia, G.E.V. Group les- 
tagrad, and ail the “regular" infantry. 

2. The Ogre player studies the map 
and then writes down where he wants his 
units to enter. He does not show this to 
the defender yet. 

3. The defending player sets up the 
rest of his units within the limitations 
above. A howitzer may go anywhere but 
swamp; mobile howitzers and other units 
may even set up in swamp. 

4. The Ogre player puts his units on 
the map and makes his first move, 

WCT0FW CQhDJTJDHS 

Ogre total victory: Destroy all three 
units of Station Andropov and get at least 
one Ogre back off the south edge of the 
map, or destroy all three units of the sta- 
tion and the town hexes at 1408 and 
1508. 



Ogre major victory: Destroy all three 
units of Station Andropov, or destroy the 
laser tower and one other unit and get at 
least one Ogre back off the south edge. 

Ogre marginal victory : Destroy the 
laser tower. 

Defender marginal victory: Preserve 
the laser tower. 

Defender major victory: Preserve the 
laser tower and the reactor, or preserve 
the laser tower and eliminate all three 
Ogres, 

Defender total victory: Preserve all 
three units of the station, or preserve the 
laser tower and the reactor while elimin- 
ating all three Ogres. 

SPECIAL RULES 

Detection: The defending player docs 
not find out which type (Mark II or III) 
an Ogre is until it comes on land or a 
marine infantry unit enters its hex at sea. 

Bridges: The pier (hex 2013) and the 
long bridge over the swamp (0409) are 
both treated like the river bridge at 2013 
on the original G.E, V. map; each has a 
defense of 8 against distance attacks. The 
pier is destroyed automatically by any 
attack from 1913 or 2013; the swamp 
bridge is destroyed automatically by any 
attack from 0408, 0409, or 0410. When 
either bridge is destroyed, any non-Ogre 
units on it are also destroyed. Any Ogre 
on the pier when it is destroyed is drop- 
ped into the ocean, and suffers as per Sec- 
tion 8,041 of G.E. V. Any Ogre on the 
swamp bridge when it is destroyed suffers 
those same ill effects, and is automatical- 
ly stuck. 

Marine battlesuits: The four infantry 
units that begin the game in the ocean are 
equipped with marine battlesuits. Marine 
squads may attack Ogres while the Ogres 
are underwater, provided they are in the 
same hex. Treat this as a normal attack, 
not an overrun. Marine battlesuits move 
and defend, both on and under water, as 
though they were on land, and function 
normally on land. Ogre AP weapons are 
useless underwater, so the Ogre may not 
counterattack the marines while it is 
underwater. Counters are provided for 
the m arm e battlesuits. 

Ice: The blue map hexes (ice in the 
story) are treated like water for all pur- 
poses. The ice is not thick enough to bear 
any vehicle except a G.E.V., and melts 
whenever combat occurs — so it is water, 
for all practical purposes. 

Station A: The defending player puts 
the reactor, laser, and admin counters in 
hexes 0304, 0403, and 0405 - one per 
hex, in any combination, with the “Sta- 
tion A” side up. The Ogre player learns 
which hex holds the laser tower after the 
tower fires on the Ogre once; other sta- 
tion counters are turned over when an 
Ogre approaches within six hexes. 

77 / e Laser Tower: This is a super-heavy 
laser, designed to knock down incoming 
missiles. It pulses several times a minute. 
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For game purposes, the tower has two 
attacks per turn, each of strength 2, 
which can not be combined with each 
other or with any other attacks. The tow- 
er can attack any hex on the map, but 
cannot hurt an Ogre underwater. 

The laser also has a chance of knock- 
ing down an Ogre missile in flight during 
the Ogre’s attack phase. When an Ogre 
missile is fired, the tower may attack it 
with one or both pulses; a roll of “6” w r ill 
kill the missile* These attempts come off 
the laser’s attacks next turn; for instance, 
if it fired once against an Ogre missile, it 
would have only one attack on its next 
turn. 

If the laser is reduced to 30 structural 
points (see Building Damage, below), it 
wih not be able to fire for the rest of the 
game. 

Building Damage: The “command 

posts” in Ogre and G*ih V. are relatively 
small buildings or trailers. Even those 
with a defense strength of D2 or D3 
depend mostly on ECM and a few feet 
of earth for what defense they have. A 
“real” building, built of steel and con- 
crete and sheathed in its own BPC armor, 
is much sturdier. On the other hand, it’s 
also a bigger target. Each building has a 
set number of “structure points”: 60 for 
the reactor building, 40 for the laser tow- 
er, 20 for the admin building. These can 
be reduced either by gunfire or by ram- 
ming. When a building’s structure points 



are reduced to 0, it is destroyed. (A spe- 
cial note: When the laser is down to 30 
SP, it will not function for the rest of the 
game.) 

AP weapons have no effect on large 
buildings. All other weapons automatical- 
ly hit if fired at a building within range, 
doing twice their rated damage in normal 
attacks, or four times rated damage in 
overruns. Thus, a main battery, with an 
attack strength of 4, would do 8 SPs of 
damage in a normal attack, or 16 SPs in 
an overrun attack. Should a scenario call 
for infantry or armor units to overrun 
buildings, those weapons also have dom 
bled effect. 

Structure points can also be eliminated 
by ramming, if an Ogre or other unit 
overruns the building hex. An Ogre rams 
a building as though it were ramming a 
“larger” Ogre (see Ogre , Section 5.034). 
Thus, any Ogre loses five tread units each 
time it rams a building. The damage an 
Ogre or other unit does to a building is 
governed by its own size, as follows: 

Mark VI: seven dice 
Mark V, IV, Fencer: five dice 
Mark III: three dice 
Mark II or G*E,V,: two dice 
Mark I or Heavy Tank: one die 
Infantry or other units: no dice 
Note that in each case Ogres do one more 
die of damage against a building than 
they do w T hen ramming other Ogres, A 
Heavy Tank, like a Mark I, has 15 tread 



units; it can ram a large building three 
times before ruining itself. A G.E.V. can 
only damage a building by ramming it at 
full speed — which, of course, destroys 
the G.E.V. as well. Other units cannot do 
significant damage to a “real” building by 
ramming it* 

Notes on overruns: It costs an Ogre 
one movement point to make an overrun 
attack. Therefore, an Ogre with one MP 
can make one overrun in the hex it enters, 
or the hex it starts in* An Ogre with three 
MPs left, that started in the same hex with 
the target building, could make three 
overrun attacks (not four — the road does 
not matter). Each overrun attack may 
include two fire rounds against the target 
building and (if desired) one ram. Thus, if 
an Ogre with even one functional weapon 
gets into a hex with a budding, that build- 
ing is probably lost* Even if the Ogre has 
no weapons, it may grind the building to 
gravel. 

Variant Scenario: 

Eliminate Icepick Three from the sce- 
nario, leaving one Mark III and one Mark 
II. However, both these Ogres now have 
“self-destruct” capacity as per the Ogre 
rulebook (Section 8.05). A building in 
the same hex with a self-destructing Ogre 
is destroyed; one in an adjacent hex takes 
six dice of damage, and one two hexes 
away takes two £ f 

dice of damage, iJII 




Cluster is a P.B.M, game of command management 
writ against the stellar vastness. Players assume the role 
of a "world leader” of a planet of one of the seven primary 
or starfaring races. You have control of the economics, 
diplomacy, exploration, colonization, and military 
affairs of their world. Each race has its own strengths 
and weaknesses. Races have different weapons, 
propulsion, social order and technology. Planning 
and realistic, logical, decision making are the , 

tools of success — and survival. Each turn /l 

costs $ 1 .50 and there are no deadlines to 
meet; moves are resolved as they come In. j 

Cost for rules, game materials and / 

initial set-up is $1 0.00, and the first three / 

turns are free. For more information / 
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I have a friend who has a friend who's 
active in the nuclear freeze movement* 
Well, to say active would be understating 
it - she chains herself to the gates of mili- 
tary installations to protest the prolifera- 
tion of nuclear arms. Any way , this wom- 
an is simply aghast that my friend would 
dare play a game like Nuclear War or its 
new sequel, Nuclear Escalation. 

D esp ite in ere ase d nu c le ar an x i e ty , 
despite The Day After, despite friends 
who say, “How dare you?” Nuclear War 
remains a popular game. Why? I'm no 



psychologist, but it’s fairly common to 
make light of things over which people 
feel they have no control* Of course, it 
helps that Nuclear War is a good game - 
easy to learn, quick to play, and a good 
deal of fun. 

The technology of the arms race has 
come a long way since Doug Malewicki 
first introduced Nuclear War in 1965. 
The classic old game (now published by 
Blade/Flying Buffalo), with its Polaris, 
Atlas, and Saturn missiles, has grown 
out of date* 



Enter Nuclear Escalation , a 1983 
Blade release* It's an updated Nuclear 
War , using hardware from today’s head- 
lines and some special rules and options 
that will keep the game fresh play after 
play. 

In some ways, Nuclear Escalation is 
just like Nuclear War. Play is the same, 
with each player placing two cards face 
down hut only revealing one per turn — 
locking the player into a strategy that 
may turn out to be useless* Propaganda 
works the same w r ay as in the old game, 
and the warheads come in the same vari- 
eties (in fact, the propaganda and war- 
head cards are identical to those in the 
first set). 

The first big difference in Nuclear 
Escalation is the updated delivery sys- 
tems. Now you can blow your opponent 
.off the map with a Minuteman, Titan, B-l 
Bomber, or the dreaded MX Missile. And 
' instead of the beloved spinner, Nuclear 
Escalation features a giow-in-the-dark six- 
sided die with a little mushroom cloud in 
place of the “1”, 

After each attack, the “Radioactive 
Fallout” die is rolled* On a two through 
six, that many millions of people are kill- 
ed in addition to the basic number annihi- 
lated by the various warheads available. 
On a one, the attacker roust roll again and 
consult the “Misfunction Chart*” Results 
range from accidentally hitting one of 
your own cities to hitting an enemy’s 
nuclear power plant (double damage and 
lose a turn). 

Nuclear Escalation also features a num- 
ber of special cards that add some com- 
plexity and a lot of variety. A Space Plat- 
form, for example, can give a player an 
extra attack. The attacker turns over the 
Space Platform, places up to 100 mega- 
tons of warheads face down behind it, 
and then attempts to launch it. Any roll 
other than one on the Radioactive Fall- 
out die means a successful launch. If the 
launch fails, all the warheads go away 
with the lost platform (and the player 
must commit the warheads before rolling 
the die). Once up in orbit, however, the 
attacker may turn over one warhead per 
turn and drop it on any opponent in addi- 
tion to a regular attack* 

Once up, the only tiling that can stop 
the Space Platform is the Killer Satellite. 
Once in orbit, the Killer Satellite will 
knock out a Space Platform on any roll 
other than a one* 

Another new feature, the Cruise Mis- 
sile, moves around the table until the 
player who launched it decides to drop it 
on whoever is under it at the time. If it 
makes it all the way around the table 
and the owner fails to drop it (through 
threat, neglect, or stupidity), it lands on 
the owner. 

Even the Secret cards arc updated. 
“Your Secretary of Culture declares punk 
rock illegal,” one says. “Angry rockers 
surround your capitol and close off the 
government. You lose one turn*” Other 
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cards deal with radiation poisoning from 
television sets, food poisoning after eating 
too much fast food, and radiation from 
Venus reanimating dead population. 

Spy Cards 

One of the best twists in Nuclear 
Escalation is the new “Spy” cards. Spies 
can do a number of useful things, like let 
you see all the down cards of one oppo- 
nent (though not the ones in the oppo- 
nent's hand), foil a saboteur (a special 
card that automatically ruins a missile 
launch attempt), or steal opponents' 
secrets. 



Instead of turning over a Secret or Top 
Secret card as soon as it is drawn, a player 
must instead announce, “Eve got a secret.” 
If any other players arc so inclined, they 
may then play a Spy card and steal the 
secret. The first player draws another 
card to replace the stolen one and con* 
tinues with the turn. The second player 
immediately draws to replace the spy and 
at the start of his or her turn announces, 
“I've got a secret,” just as if the stolen 
secret was drawn at that moment. It may 
then be stolen again. Since most secrets 
are damaging to other players, stealing 
secrets sounds like a good idea — but the 
secrets that do affect the owner are nasty . 
it's a calculated risk. 
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Do you play 
Champions? Espionage? 
justice, Inc,? Well, weVe 
got just the thing for you. 
The Adventurers Club maga- 
zine is a house organ dedicated 
to Hero Games and Hero-related 
products — including Mercenaries, 
Spies & Private Eyes, Autoduel 
Champions, and the soon-to-be- 
released SuperWorld adventure 
with Champions stats. Each issue 
of Adventurers Club contains a 
complete adventure as well as articles 
covering rules expansions and clarifica- 
tions. The Adventurers Club magazine is 
quarterly now — and a subscription is 
only $1.0. 00, 

True Hero Games fanatics who sub- 
scribe to the Adventurers Club magazine 
will also want to join the Adventurers 
Club itself! Membership in the club is 
an additional $10.00 — and includes: 

- A personalized membership card 
good for discounts on Hero Games 
products purchased at conventions! 

— A newsletter of direct interest to 
the Hero System, keeping you in- 
formed of events and gaming groups i 
Free products as special gifts from us! 

— Wonder Buch$ f coupons good for cash off 
selected Hero games products and services when 
obtained from Hero Games! 

Subscribe and join today! 

HERO GAMES 92-A 21st Avenue San Mateo, CA 94402 



Blade did a good job making the 
famous “Supergerm” a sort of mascot for 
the original Nuclear War, and they're try- 
ing again with Nuclear Escalation's Super- 
virus, named “Skippy” in the company's 
ads. The Supervirus kills only one to six 
million people per turn, but if sticks 
around, moving from player to player 
each turn! There's only two ways to get 
rid of it — either play the “Superserum” 
special card, or nuke a player out of the 
game while the Supervirus is in that 
country. This makes weak players who 
hold the Supervirus tempting targets. 



Combination 

Nuclear Escalation is a perfectly good 
game all by itself, though obviously very 
similar to the original. The real fun, 
though, comes when the two games are 
combined. Blade intends for the two 
games to be played together - the Nucle- 
ar Escalation cards are the same size as 
the Nuclear War cards, and even have the 
same design (and the words, “Nuclear 
War”) on the hack. 

The combined game is easy to set up. 
A few propaganda cards should be remov- 
ed for play balance (this is all explained 
in the rules sheet), and the rest of the 
cards shuffled together. Players use the 
Nuclear War spinner after each attack, 
and can then risk using the Radioactive 
Fallout die as well. If a good result is 
obtained on the spinner, many players 
will skip the extra risk, but taking silly 
chances is part of the fun of the game . . . 

The components of the game — popu- 
lation cards, missile and warhead cards, 
strategy mats and the die — are of the 
same high quality as in the original Nucle- 
ar War set. The rules are concise and well- 
written, There are some good, solid ideas 
here; Fm sorry that no designer is credit- 
ed — Blade says it was a group effort. 

There are a number of neat optional 
rules, too. My favorite is the “If 1 Can’t 
Win, Everybody Dies” rule. If a player 
making final retaliation after being elimi- 
nated has the 100 megaton warhead but 
no launcher to carry it, that player can 
set off the warhead at home, hoping to 
get “Triple Yield” on the spinner and 
thus destroy the entire solar system. 

So if you can laugh in the face of 
potential nuclear conflagration, Nuclear 
Escalation is not only a cute little game 
in its own right, but it combines with 
Nuclear War to produce a killer (pardon 
the expression) game that is a definite 
improvement on the original. 

- agjH Spj jggggjg jtj: H3 : ~v i ' - g - y& “V-. 

NUCLEAR ESCALA TION (Blade l Fly- 
ing Buffalo); $12.95. No designer listed. 
Components include a rules sheet, 108 
playing cards , 40 population cards , four 
s tra tegy m a ts , a six-sided glo w- in - th e - dark 
die; boxed. Two to six players; playing 
time one hour. 

Published 1983. 
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UNDERHANDED 




The World of Hackers 



Plumbers, 

by Steve 

"It's a game of world conquest — not 
by guns or missiles f but by stealth and 
guile/' - Comments on Illuminati in the 
Summer 1983 SJ Games Catalog. 

Illuminati won the award for Best Sci- 
ence Fiction Game at Origins, 1983. I t*s a 
good game, and a sneaky one. But, sneaky 
as it is, it can be made even sneakier by 
incorporating some elements of real-world 
intrigue. Here are three additions you 
might want to try, either separately or, 
if you’re feeling really nasty, all together. 

Hackers 

These are characters with computers 
who try to tap into other computers* 
(Think of the kids in the movie War 
Games, or the television program Whiz 
Kids . ) In Illuminati, Hackers are used by 
Illuminati groups to tap into their oppo- 
nents' banking computers. Having tapped 
in, a player can “transfer” all that group’s 
funds to one of his own. Here’s how Hack- 
ers work - at the end of his or her turn, a 
player announces a “Hacker attempt,” and 
writes down which opponent and group 
will be the target of the attempt. The 
“hacking” player then rolls 2d6. On a roll 
of 6 or less, the Hacker attempt succeeds. 

It fails on a roll of 7 or more* 

If the attempt fails, that’s the end of it* 

If it succeeds, the Hacker reveals the 
identity of the opponent and group at- 
tacked (by showing opponents the paper 
on which the target’s name and group 
were written) during the Hacker’s turn - 
two rounds later! In other words, the 
hacking player announces which of his or 
her groups tapped into which opponent’s 
banking computer. After this announce- 
ment, all of the money tn the target 
group’s bank is shifted to the attacking 
group, as the funds are electronically 
siphoned from one bank to another. 



and Holes 

LaPrade 

Hackers add tension to the game, par- 
ticularly hi the two rounds between the 
successful Hacker roll and the revelation 
of the target group. Would-be victims 
(and with more than two players, no one 
can know for sure who the intended tar- 
get is) may try to shift funds out of sus- 
pected target groups* In other words, 
they can try to empty the treasury of a 
group they think is the intended target of 
a Hacker attempt* Hacking players, of 
course, may take this into account when 
planning their attack, picking a money- 
poor group on the assumption that mon- 
ey will be shifted from a rich group to a 
poor one as opposing players desperately 
try to second-guess the Hacker. 

As far as strategy goes, it usually makes 
more sense to try a Hacker roll late in the 
game when a target has several groups and 
can’t shift all of his or her money to an 
Illuminati group in time to avoid the 
Hacker attack. 

Notes. Illuminati groups cannot be 
attacked by Hackers* No more than three 
Hacker attempts can be tried per player 
in a two-player Illuminati game, and 
experience indicates a limit of two per 
player may be best for multi-player games. 

Plumbers 

You remember Richard Nixon’s old 
cohorts, his not-so-sneaky surveillance 
team? Well, these guys are like Tricky 
Dick’s bunch only more professional. 
Where Hackers deprive a group of funds, 
the Plumbers drain a group’s power. 
Plumbers infiltrate opponents’ groups and 
prevent them from attacking. 

As with Hackers, Plumber target groups 
are written down — but with Plumbers, 
they are written down any time after the 
targeted group first comes into play. You 
cart keep trying until you succeed. Again, 



Illuminati groups are immune. The same 
die roll procedure is used - secretly note 
the target and make a public roll (success 
on 6 or less, failure on 7 or more). 

Resolving Plumber attacks differs in 
one important aspect from Hacker at- 
tacks. Hackers reveal themselves after 
two turns, Plumbers stay out of sight 
until called upon. When an opponent 
attempts a takeover, destruction, or neu- 
tralization with a Plumber-infiltrated 
group, the Plumber’s owner reveals the 
infiltration. This blocks all participation 
by the target group — in the form of 
power or money — in any attack, for one 
whole turn. Then, having served their pur- 
pose, the Plumbers silently slink away. 

Example: An Illuminatus announces 
it will use its Mafia to control another 
group* An opponent flashes the paper re- 
vealing that his plumbers infiltrated the 
Mafia, For that turn, the Mafia - with all 
its money, power, and point bonuses - 
cannot participate or aid In any attack. 

Notes: A limit of one Plumber unit per 
player is suggested (even Nixon had only 
one)* If a players first Plumber roll fails, 
he or she may try again on the next turn, 
and the one after that, at the same or a 
different group, until the Plumbers suc- 
ceed in infiltrating an opponent’s group. 



Moles 

Moles are spies, hidden away in a 
group for years before they are called 
upon, ready to strike for their true mas- 
ters at any time. Before the cards are 
dealt at the beginning of the game, each 
player draws three group cards and writes 
each group’s name on a piece of paper. 
These represent groups in which each 
player has moles. This having been done, 
the group cards are returned to the deck; 
the deck is shuffled; regular play begins. 

A player who wants to take over an 
opponent’s group (or an uncontrolled 
group) can pick one in which he or she 
has planted a Mole* Moles are more deep- 
ly rooted than Hackers or Plumbers and 
are therefore more powerful — they suc- 
ceed on a roll of 9 or less. Mole procedure 
is slightly different too; infiltration is 
revealed, then the dice are rolled. A suc- 
cessful Mole — having become a vital part 
of the organization — undercuts the tar- 
get’s resistance, giving the attacker a plus 
five (+5) bonus. 

Example: The Discordians announce 
their attempt to take over the Phone 
Company and reveal that they have a 
Mole there. They roll an “8”; the Mole’s 
efforts to disrupt resistance -succeed and 
the Discordians get an extra five points of 
attack strength. 

Note: Each Mole can be used only 
once per game* You can also use your 
Moles to help out an ally. 



Try one or all of these variants in your 
cutthroat Illuminati games. Be 
sure to watch your back! mfmm 
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rl. PLAYER INFORMATION 



After "The End of The World" 

Deep in the bowels of the earth, beneath thousands of feet of dirt and reinforced 
concrete, the communications center, Seeker Base Laura, still operated. 

The base had seen some changes in the century since the End of the World, The 
technicians who tended the consoles wore jerkins of animal skins, but a patch of 
blue and white still adorned their shoulders. The tell-tales and indicators blinked as 
brightly as they ever had, but the viewplates were fogged with age; wooden, hand- 
carved knobs and switches substituted for many of the original dull -aluminum 
controls. There were still sentries at each entranceway, resting in the torchlight with 
cocked crossbows at hand, but a few peculiarities - yellow fangs, a forked tongue - 
marked the random wanderings of mankind’s genes. 

Yet, in some ways, Seeker Base Laura never changed. It was still cold, the air was 
still musty, and massive concrete bulkheads and heavy buttresses made it impossible 
to forget the unimaginable weight of rock between the manmade cavern and the 
surface. 

A diode flashed orange and a technician leaned into his headphones. His Indian- 
brown hands held the headset tight against his ears. His bared chest swelled as he 
sueked in and held his breath. “Omanri, I have a signal.” 

“Nature?” demanded Omanri, an amazon with a steel-gray mohawk. She was the 
coin center duty officer. 

“Not sure.” The technician’s fingers adjusted one control, then jumped to a 
bank of toggles. “Not standard. Not digital. It has a visual component.” 

Omanri turned toward another technician. “Janess?” 

“Tracking,” said the young technician, shifting her hands along the keyboard to 
draw on the meager power of Seeker Base Laura’s aging solar array. 

“Locked on!” shouted the Indian tech. 

The main viewplatc danced with gray motes, then steadied . A stunningly beautiful 
young girl — in ail obviously intact communications facility — appeared on the screen. 
Automated status diodes and digital displays flashed in the background. The girl 
wore a black halter top decorated with military -style insignia. Her lips were moving. 

“I want sound!” Omanri barked. “Jersal! Signal origin?” 

A pendulous fat man nodded at a display screen. “Western North America.” 

“You have sound ” said Janess. 

A calm, precise contralto penetrated the whistle of fallout static. 

held prisoners. There are several hundred of us — male and female — in good 
health and well cared for. We need assistance — ” 
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“Give me two-way communication ” ordered Omanri. She grabbed her micro- 
phone. “Can you hear me? Can you hear me? This is Seeker Base Laura.” 

The unknown girl continued to speak. “They mean to sell us, one by one, into 
slavery. I don’t know my location, so 1 can’t guide you to our position.” 

Omanri glared at the fat man. He shrugged. “Way out there somewhere, beyond 
known territory. 1 can’t pinpoint it.” 

Janess shook her head. “No response to our transmission.” 

“Damn!” said Omanri, 

“If you can hear me” the girl continued, “we could use assistance. We have no 
weapons, but we’re willing to fight Her voice was drowned out by the sound of 
something splintering, and a man appeared in the room with the strange girl. He had 
a great flowing beard, a piece of metal over his left eye, and an iron spike where 
his right hand should have been. The gun he held was huge and primitive, but 
looked lethal. 

“Terminate!” he roared at the vie wp late. “Terminate!” 

The viewplate flickered, and then filled with gray snow. Omanri’s eyes remained 
on the screen. “Fiends. Selling young men and women - children, really - for 
pieces of gold.” 

The fat man waved a piece of paper in the air. “1 may not be abfe to tell you 
where she is, but I can tell you what direction the transmission came from.” 

Omanri looked at him thoughtfully, “it might be possible to use a signal tracer 
and follow that transmission to its source and help them. Who’s game to cross 
uncharted territory on a rescue raid?” 



You were In Seeker Base Laura’s communication center when the mysterious 
transmission was received , You volunteered to join the rescue expedition. Your 
gantemaster will supply you with: 

(a) equipment donated by the Base; 

(b ) the equipment you already own (you may bargain with the GM on 
this point}; 

(e) a horse, if you want one; 

(d) and the all-important signal tracer (as well as instructions on how to 
use it). 



THE FOLLOWING MATERIAL IS FOR THE GAMEMASTER’S USE ONLY. 
IT WOULD BE THE HALLMARK OF HYPOCRISY TO READ FURTHER AND 
THEN PLAY ISLAND OF ENTELLOPE 
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THE FOLLOWING MATERIAL IS FOR THE G AMEM AST E R’S 
USE ONLY. IT WOULD BE THE HALLMARK OF HYPOCRISY TO 
READ FURTHER AND THEN PLAY ISLAND OF ENTELLOPE. 



pll. GETTING STARTED- 

Special Rules 



This adventure was designed with the Aftermath! rules in mind* If 
you play with these rules, pay particular attention to the sections on 
medicine, black powder firearms, riding horses, and riding bicycles. Even 
if you don’t play Aftermath! , you may want to pick up the rules just as 
a sourcebook for adventure information. 

But what if you play one of the other role-playing games in this 
genre — Gamma World from T$R> The Morrow Project from Timeline, 
or any other game? We’ve tried to describe things in terms so generic you 
can make conversions to your own game system. For those without the 
Aftermath! rules, the only stickler might be how to handle the black 
powder firearms used by many characters in Island of Entelhpe. We have 
provided a quick run-down of such firearms in generic terms below. 



Equipment Provided 
by Seeker Base Laura 

Roll 2d6 once per player. The Base has only one of each of the 
following items unless otherwise specified. If a player rolls an item the 
Base no longer has “in stock,” allow that player to roll again. 

2- no equipment 

3- baseball bat (autographed by player of GM’s choice) 

4 rechargeable battery cell (Base has four) 

5— medical kit 

6- electric whip - does double normal damage (Base has two) 

7 infrared binoculars — no minuses on spotting rolls in dark (Base 
has 2) 

8- conventional grenade 

9— solar-powcrcd psychedelic shirt - requires a fairly substantial 
minus on reaction rolls (the shirt is ugly) but offsets this with a 
slightly less substantial defensive bonus (the wearer becomes 
harder to hit) 

I 0- energy knife - does double normal damage (Base has two) 

1 1- plastic explosives kit 
12 roll twice more on this chart. 



Personal Equipment 



Best Weapon Available 

Chances are very slim that anyone living in this post-holocaust world 
would have super-high tech weaponry. Each player should roll 3d6 twice 
to determine his or her best available weapons. Feel free to negotiate 
with your players on this score* If you really want them to have that laser 
pistol, go ahead and let them have it. Daggers are always free. 



3 - .22 cal. semi-automatic pistol 

4— two-handed sword 

5— hand axe 

6— sling 
7 — sp ear 

8— war hammer 

9- mace 

10— battle axe 



1 1 — short sword 

12— “half-moon” polearm 

13- club 

14 - longbow 
1 5— long sword 
16 - shovel 
17— lance 

1 8 — ,357 magnum revolver 



Note: Players with the .22 or .357 should note that these are very old 
weapons* There is a 50% chance that the gun will fail to fire on each shot. 
Note also that ammunition is limited to six. shots for the ,357 and ten for 
the .22. Again, feel free to negotiate on this score. 



Best Armor Owned 

As with weaponry, little high-tech armor remains. Unless you want to 
haggle with players, rob 2d6 once per player on the chart below to 
determine the best armor each player has available, 

2— no armor 
3-4- shield 

5-6- animal furs and skins 

7— animal furs and skins, and a shield 

8— armor woven from tough, mutated plants 

9— pieces of shell from a large mutated animal 

JO— armor woven from tough, mutated plants, and a shield 
1 1 - cured hide armor and a shield 

12— primitive metal armor (p la tern ail, ehainmail. ringmail) 



Horses 



Any player who desires a horse will be provided one by Seeker Base 
Laura. Whether they need one is entirely a function of their starting 
location as determined by the g am em aster. Tbeir journey may involve 
crossing a continent, in which case a horse would be most desirable. 
On the other hand, thejr journey may be a short one. In any event, 
the players will have no idea how far they will have to travel before 
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they reach the source of the mysterious transmission. This being the case, 
players shouldn’t be told whether or not they’ll really need ahorse. Let 
them guess. 

The horses provided by Seeker Base Laura are mutated, having these 
unusual features: 

— Six legs - three to a side . This makes them extremely sure-footed 
but slower than normal horses when running. They cannot rear back and 
attack with their forehooves* The only form of attack these horses have 
is their bite - which they will use against anyone attacking them or their 
riders. 

— An unerring sense of direction* These horses cannot get lost. This, 
of course, assumes they know where they’re going in the first place oi 
if you simply want to head in one direction (north, for instance) and one 
direction only. 

— Ex trem ely po ten t sense of smell They will become un easy when 
they smell something unfamiliar. 



The Signal Tracer 



One of the player characters will be given custody of the Signal Tracer. 
This device — an aluminum box the size of a cigarette carton, with a 
telescoping antenna and red indicator light — responds to a signal broad- 
cast from Seeker Base Laura in the direction from which the mysterious 
transmission came. As long as the characters travel in that direction, the 
light will blink (assuming the tracer is on and the antenna extended). 
Otherwise, the light will not blink* The tracer will keep the party within 
five miles of the correct path. 

Remember : The signal tracer keeps track of the relative position of 
the party from Seeker Base Laura, It does not give them any idea how 
near (or far) the captives arc. 

pill. THE WORLD OF ENTELLOPE . 

Seeker Base Laura 



Seeker Bases were established all around the United States only a few 
years before the End of The World. Men and women from all fields and 
ethnic groups banded together and created huge underground facilities, 
with the express purpose of surviving the devastation they saw as inevitable* 
These men and women were concerned with preserving the best mankind 
had to offer in fields as diverse as technology , art and government. 
After the war, the Seeker Bases earned their names by seeking out other 
survivors. They were sworn to prevent mankind from slipping back into 
barbarism. The idea was a good one, but the execution left something to 
be desired. The Seeker Bases were designed for survival - not heavy con- 
struction and repair work, it was realized too late that upkeep on the 
Seeker Bases would be a continual and ever-increasing problem. By the 
time this adventure takes place, much of the Base’s equipment has fallen 
into disrepair. This explains the lack of high-tech weaponry at the Base. 

The mission of the Seekers continues unabated despite die equipment 
problems. The Seekers monitor the airwaves constantly for radio and 
television signals; they pride themselves on their record of freeing the 
downtrodden from slavery or barbarism. Many survivors of what came to 
be called the “End of the World” were brought to Seeker Bases and 
joined the Seekers in the furtherance of their cause* The players, for 
reasons of their own (reasons they should have worked out before 
beginning this adventure) are among those who have joined the Seekers 
at Base Laura. 



The Sea of Deseret 



The End of the World was not kind to Utah. Repository of a nerve 
gas arsenal, home of the Air Force and Army test ranges and a missile 
manufacturing center, it was hit hard. Civilization collapsed. In the 
past century, the old Salt Lake has grown into the angry gray Sea of 
Deseret* And, as rain fell in the desert, forests grew. 

The Sea of Deseret and the area around it is about to be the site of a 
major battle. From the north, in the vicinity of present-day Pocatello and 
Idaho Falls, the strange descendants of the modern-day Mormon Church 
- now the barbarous Mormon Empire - are preparing to march south* 
They regard the “sacred sea” and tire lost City of Salt as their home- 



land; they may have sufficient technological might to take it. Their base 
of operations is Port Brigham, on the Mai ad River, There they have built 
a stockade ringed with cannon and are completing a war fleet. 

Their primary ally is the Barony of Logun, a feudal lordship in the 
mountains. But the Baron of Logun is in the alliance only for self- 
protection, to keep the Soldiers of Brigham from occupying his own 
fiefdom. The Baron’s strength lies in his one local resource, the Library 
of Logun (the remains of Utah State University). 

Currently ruling the Sea of Deseret, with a tiny -but- efficient fleet of 
galleys and sailing ships, are the lackers — a cutthroat band of gangsters 
and outlaws. They control what little trade remains on the waterways; 
they exact taxes on coastal communities; they indulge in occasional raids* 
In general, the J ackers act like the pirates they are. 

Allied with the lackers are the Ormlanders. a league of 1 arming 
villages centered about Lake Qrm, southeast, of the Sea. The Ormlanders 
have a good militia hut are hemmed in by the depredations of the Wazit 
mountain tribes; they get along well enough with the pirates. Fearing the 
Mormen might, they oppose the expansion of the Empire to the Great 
Salt Sea. 

To the south is the Land of Sarah, a loose council of four communities 
led by an evangelical prophetess - The Sarah. Her followers believe in 
prosperity through wealth and greed, and cheating the outside world to 
get ahead. They are the key link between the Orra land er/J acker alliance 
and the fertile lands of Khali f Orni to the southwest. Thus, the Saiahites 
arc allied with whoever will keep trade flowing on the Sea - for now, at 
least, that means the lackers. The followers of The Sarah distrust the 
Mormen, but if a deal can be arranged . * . 

There arc isolated communities in the Deer Mountains, the Valley of 
1 000 Springs, and off the Weeb River. The Land of the Skull is the home 
of the Skull Indians, a tribe seldom seen and greatly feared* Mo trespasser 
beyond the Mountains of the Skull has ever returned - not a Sarahite 
trade caravan, not a J acker raiding foray, not a scholar from Logun* 

Geographically, the region is divided into the mountainous east and 
the forested west* The east holds the high, impassable Wazit Mountain 
Range, a forbidding snow-capped barrier of rock, home of fierce, no- 
madic tribesmen who prey on the Ormlanders and the Barony of Logun. 

The west is more peaceful, but less settled; it abounds in rounded 
mountains that are large and mighty but fairly easy to cross. The major 
landmark in the west is towering Pilot Peak, a mountain that rises at the 
edge of the Sea as a beacon for all travellers in the area. 

To the north is the Black Forest, a beautiful land where forests of 
black-bark pines fill the valleys and walls of black lava from ancient flows 
careen unpredietably along the hillsides. This, too, is unsettled land, 
though the Mormen occasionally patrol it. 

The Wcndv Islands, in the Sea of Deseret, deserve brief mention. They 
are marshy, gray, and quite desolate. If anyone lives there, no one from 
the “civilized” parts of the area knows about it* 



About the Map _ 

A dotted line on the Sea of Deseret map on page 1 9 marks ti ■ 
present-day shorelines of the Great Salt Lake; a line of dashes indicates 
modern-day state boundaries; solid lines indicate major trade routes 
(highways, monorails, or whatever you use in your campaign) at the 
time of the World’s End, The route through the Land of Sarah is still 
used for trade, though how and why this might be so is up to you. 

Technological sites arc coded by letter, in case you wish to dream up 
something special for your players: 

A. Tooele Army Depot, South Area , Repository of America's nerve 
gas arsenal, housed in above-ground bunkers. Conventional ammunition 
was also stored here, as well as military trucks and air transport. In the- 
final days, troops must have been quartered here. Just north is a great 
crater - an abandoned open-pit copper mine, 

B. Dugway Proving Grounds * The proving grounds was a testbed for 
the country’s newest weapons; cruise missiles, laser defense systems, all 
kinds of artillery and explosives* Gas weapons were tested here as well. 
The military used the site for desert war games. 

a Hill Air Force Base * Home of a crack fighter wing, the Air Force 
base was doubtless plastered in the Wars. Still, it emerged relatively un- 
scathed - it was built to be plastered. It was not built to be submerged 
at tire bottom of a resurgent Lake of Salt, Neuf Island was used as Hill’s 
bombing range* 

D. Fort Douglas and Environs , At the edge of the Sea of Deseret are 
the former foothills, where the only unsubmerged ruins of Salt Lake City 
stand. Located here were Fort Douglas (an administrative army base 
converted to garrison status and populace control shortly before the End) 
and tire University of Utah, home of an experimental medicine depart- 
ment (cloning, transplants, transmigration of the mind)* 

E. Morton Thiokol- Hercules, Manufacturer of solid fuel boosters for 
military use and for the orbital shuttle, their experimental bunkers would 
be just clear of the seawaters. Another site lies submerged nearby. 
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F. Desert Test Center. The lower arm of the Sea of Deseret w r as once a 
test site fox military devices too powerful or sensitive to be tested at 
Dugway. Experimental drones and projectiles were not infrequently lost 
in what was then the desert, and such forgotten instruments of destruction 
- advanced, experimental, perhaps semi-intelligent - now lie on the 
bottom of the Sea. 

G. The Great Ruin. Most of Salt Lake City, once the leading city in 
the Utah/Idaho/ Wyoming/Nevada region, lies at die bottom of the Sea. 
Among its lost structures are an operational commercial spaceport, many 
high-tech industrial complexes, the naval mapping institute, and a host of 
Mormon shrines. 

H * Sundance. Robert Redfordfs ski resort was once located here, as 
were many other interesting sites — Timpanogas Caves, Bridal Veil Falls 
(with a tramway which may or may not be in working condition, at the 
GM*s discretion), many picnic grounds, and scores of ski resorts, for 
example. Condominiums of the rich also remain here (uninhabited, unless 
the GM decides otherwise). The highest mountain tops in the area held 
broadcast towers for holo vision and military communications. 

Using This 
Background 

As gam cm aster, you may locate your Seeker Base Laura anywhere in 
the continental United States* You would probably do best, however, to 
locate it in an area with which you and your players are familiar — your 
local area, for instance. The players will follow their signal tracer from 
Seeker Base Laura (wherever you decide to put it) to the Sea of Deseret 
in Utah, The exact location from which the players approach the Sea 
will, of course, vary from player group to player group. In some cases, 
players may have to make a very long transcontinental trek* 

To assist gam em asters, we have provided a series of encounters on the 
trip from the Seeker Base to the Sea of Deseret. These are described in 
the next section of Island of Entellope r In addition to throwing in the 
scenarios provided, however, gamem asters are encouraged to develop the 
areas through which their players w T ouId likely pass in reaching the Salt 
Sea. Feel free to expand upon the descriptions offered above. You may 
want to make provisions for an expanded encounter in the Land of Sarah 
if your group approaches from the southeast: you may want to develop 
the brief description of the Barony of Logun if your players start in the 
northeast. If your players like sea battles, prepare a major sea battle 
between the Moimen and the lackers. Island of Entellope is an outline 
of an entire world, not just a one-shot adventure. The background 
provided here is just the beginning. Use your imagination. 



Player Characters 



Character Generation may be modified as follows: 

1 . Use the Background table provided with this adventure, rather than 
the Aftermath! Origins Table, or any similar table in your game system. 

2* All characters receive initial scores in Post-Ruin Culture, Literacy, 
and Technology Use (benefits of being involved with Seeker Base Laura), 
plus one non- firearm combat skill. (Characters may, of course, have more 
than one combat skill, but they must have at least one.) 

3* Gamem asters should limit the skills and devices available to those 
described in the text of this adventure. Player characters should have 
little or no experience with firearms, robotics, submarine technology, or 
computer programming* They could conceivably have some knowledge of 
solar cells, communications equipment, basic medicine, and fundamental 
science. As far as armor and weapons go, use the tables provided with this 
adventure. They were designed to complement the encounters. 

4* Mutations can be figured according to the rules of your game 
system. Use them freely; they can add a lot to an adventure like Island of 
Entellope, If you want a more systematic way to determine which 
characters and NPCs are mutated, roll id6. On a 1 or 2, the character 
should be given one psionic ability or mutation (generated according to 
the rules of your game system); on a 3, 4, or 5, give the character one 
physical mutation; on a 6, give the character both a physical and a 
psionic mutation. 

Player Character Background, If you wish, you may roll IdlG once 
per player to determine the background of each of your players* charac- 
ters. Though this is not necessary, it does insure that characters wilt Fit 
easily into the game world in which Island of Entellope takes place. 



1-2 — You lived in the wilds, alone and surviving by your wits, until you 
met and joined the Seekers, 

3-4 - You lived among barbaric nomadic tribesmen before you met and 
joined the Seekers. 

5 -You were part of an outside village or settlement (feudal castle, 
advanced Indian tribe, warrior hand, strange alliance, or other 
institution) before you joined the Seekers. 

6 — You were an orphan adopted by the Seekers at a very young age 
(Id8 years)* 

7- 10- You are a descendant of the original Seeker Base Laura personnel. 



Special Weapons 



Flintlock Pistols: These are referred to as “fire and forget 7 * weapons — 
once you’ve fired one, forget about using it again in that combat situa- 
tion, A flintlock pistol is a muzzle-loader, and looks something like a 
little cannon barrel mounted on a piece of wood* Using it requires players 
or NPCs to go through a rather involved series of actions: 



1 . Swab the barrel. This eliminates sparks and cinders. 

2. Load with gunpowder (a process which can be made easier and 
faster if you use p re-measured powder charges) and ram the powder 
down the barrel* 

3. Wrap the bullet in a patch and ram it down the barrel* 

4. Load and ram another patch on top of the bullet. 

5. Remove the ramrod. (You could fire the gun with the rod still in 
the barrel, hut the results are unpredictable at best.) 

6. Place loose gunpowder in the priming* This powder is ignited by 
the flintlock, which then ignites the main charge in the barrel. 

7. Cock and fire. 

There is a basic 20% chance that the powder in the priming pan will 
go off but the gun still won’t fire* Rain and other moisture raises these 
chances dramatically * So does the time the primer has lain in the pan — if 
it isn’t fresh, the gun might “flash" and still not go off* In the case of a 
fumble or critical miss, the gun may explode* Flintlock pistols lay down 
dense smoko when fired, particularly if many .such guns are used in a 
closed area. 

Cap-and-Ball Pistols: These are six-shot black powder revolvers* The 
“percussion cap” replaces the loose gunpowder in the priming pan of a 
flintlock pistol* They are relatively immune to moisture or time, and will 
misfire 10% of the time. There is a 25% chance that a misfire may cause 
all unfired cylinders to fire as one. 

Animal and 
Random Encounters 

Animal encounter and random NPC encounter charts may be desired 
by some gamem asters* These we leave to the initiative of each GM. 
Simply make up your own, or use those provided with your game. We 
will provide one mutated animal unique to the Great Salt Sea area — 
the Brine Shrimp. 

NAME: Brine Shrimp 

HABITAT: TheSeaof Deseret. 

HABITS: Nocturnal. Attracted to splashing (as by oars) and some- 
times even the ripples created by the passage of a sailing ship. Repelled 
by light. Travel in herds. 

AFPEARANCE: Dark green* 1*5 meters long. Eight eyes. Poor vision. 
Two arms and six legs. Constantly beat the water with their legs. 

WEAPONS: Surface and instantly attack anything passing by with 
both claws. If a boat passes within reach, they will attack the boat 
75% of the time* The other 25%, they will try to attack any people they 
can reach. 2 attack s/tum (one with each claw). 75% attack against any- 
thing in the water. 

Notes: The brine shrimp are the reason ships never sail on the Sea of 
Deseret by night* Urey are also the reason Ott Grollister equipped the 
Esmerelda II, and the underground passage by which it reaches the sea, 
with bright electric lights* 




No matter where you locate Seeker Base 
Laura, your player characters must go through 
four scenarios before reaching the Island of 
Entellope. Drop them into the adventure wher- 
ever you need them — but they must be played 
in the order given. 

Or course, you are welcome to add more en- 
counters, random or otherwise* If you want to 
simulate a cross-country trek in loving detail, 
who are we to argue? 

r-ENCOUNTER 1: , 

Death Canyon 



Sea of Deseret 



The 



IV. THE 
ENCOUNTERS 






LOCATION: In mountains. 

SET-UP: As the players cross a ridge of 
mountains, they discover that the only possible 
path leads them along an old trail through a con- 
stantly narrowing canyon* There is no other 
way to get through these mountains other than 
to follow the trait. As the canyon narrows, the 
players* horses begin to fidget. 

SITUATION: The Gray Sun people, a bar- 
baric mountain tribe, have for many generations 
preyed on travellers in this area. The narrowing 
path followed by the players opens onto a cir- 
cular meadow ringed by steep walls. The players 
enter the meadow through a small gap in the 
walls. The only exit is a similar gap at the far 
end of the meadow. When the players arc half- 
way across the meadow, hidden tribesmen will 
throw r a torch into a concealed trench across the 
exit from the meadow - forming a flaming 
barrier that will last for ldlO turns* If the 
players are on their toes, they may catch a 
glimpse of two Gray Sun warriors leaving the 
meadow with torches in their hands after the 
tire starts. A t the same time, a 14 wall” of spear- 
carrying Gray Sun tribesmen will fill the gap 
where the players entered, blocking that exit. 

(The “wall” is made up of seven warriors and their Chieftain*) Sixteen tribe- 
folk with javelins (eight on each side of the meadow) line the cliff heigh ts* 
They will pelt the players with javelins at the first sign of hostile actions* 

BACKGROUND: The Gray Sun People have a simple form of govern- 
ment - rule by the toughest* Any player character who kills the Chief- 
tain will be proclaimed the tribe’s new Chieftain. The player character 
will remain the tribe's leader until challenged to a ritual duel. 

A central feature of this tribe is their religion* In a nearby cave is their 
Holy of Holies, containing the holographic equivalent of a VCR. They 
have only one movie cartridge — a holographic adaptation of the 1964 
film, Mary Poppins. They gather monthly to view this ‘Vision,” and have 
patterned their culture after it. 

Clothes worn by members of this tribe arc patterned after 19th 
century England — hide thongs (“ties”) around the necks of the men, and 
hide-and-horn skirts (“hoop skirts”) on the women* The Chieftain is 
known as the 41 ‘Ranker,” and is allowed to wear the ragged remains of a 
suitcoat and fabric tie; he also wears a very weathered bowler hat. 

If the Banker is killed by a player character, the tribe will prostrate 
themselves before their new leader. A particularly brave member of the 
tribe will remove the sacred suitcoat, hat, and tie from the dead Banker 
and offer them to the player character. 

A player Banker may command the tribe in all ways but two: The tribe 
will not leave the mountains cn masse, and they will not permit inter- 
ference with their holo-projector* Though the tribe will be patient with 
any new Banker, if things get bad enough (GMs: use your discretion) 
they will show their displeasure with raised spears and muttering. If the 
new Banker persists in violating tribe customs, they will attack* 

The Gray Sun people are accustomed to cruelty and violence, and to 
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the notion of being “owned” by their Banker. They speak King’s English, 
with a fondness for phrases like “On sched-yule,” “Step in time,” and 
4 'Life is a rum go, guv ’nab.” A favorite chant on ritual occasions is 
“Super! CaK! Fragi! Listic! Expi! AM! Docious!” (A chilling refrain from 
savage throats*) 

If the players attempt to surrender to the tribe, the tribe folk will 
take their possessions and then release them on the far side of the 
mountains* The tribe would just as soon avoid combat, if they can still 
profit* 

TREASURE: In boggy portions about the edges of the meadow, 
players may find a chest of antique coins, rusted cans containing still- 
edible food, and a medical kit* In tire tribe’s cave are the hole max 3D 
movie projector, the film cartridge, solar batteries and a charger, a rusted- 
out motorcycle, a spent missile (warhead intact, but no detonator), and a 
working cigarette lighter* 

REPERCUSSIONS: If the players kill the Banker and then leave the 
tribe, the tribefolk will be outraged* The player Banker must be killed to 
provide a new leader for the tribe. Therefore, for the duration of this 
adventure, the player Banker will be attacked (when he or she least 
expects it) by 1-3 Gray Sun warriors. 

If the players do not kill the Banker, Rug-Moe, a tribeswoman, w r ill 
follow the players until an opportunity to confront the players’ camp 
presents itself. 

Death Canyon: Non-Player Character 

NAME: Bug-Moe 

DESCRIPTION: Devoid of such human emotions as love and kind- 
ness, Bug-Moe is a smoldering, ambitious young tribeswoman: She will 
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counterfeit any relationship - friendship, love, whatever - most con- 
vineingly, hut no tiling touches her heart. Bug-Moe is far too cunning and 
wise in the ways of the forest to be caught by the players should she not 
wish to be caught. 

ACTIONS: Bug-Moe, alone among her fellow Gray Sun people, will 
follow the players if they fail to kill the Banker. She has gone as far as 
she can in her tribe, and now hopes for greater power and fame through 
joining the players. If she is rejected, she will return to the camp at a later 
date, loot the camp, and attempt to slit the throat of the player she feels 
rehuffed her. If the players accept her, she will play along with them 
until the first sign of trouble. At that point she will instantly and vicious- 
ly turn against them. 

p ENCOUNTER 2: 

Night Camp 



LOCATION: Forest or foothills. 

SETUP: It is the First nightfall after the players have spotted the Sea 
of Deseret As darkness falls, they notice a campfire just slightly downhill 
from them. 

SITUATION: A cavalry command of the Cossack Women’s Socialist 
Republic, based in Colorado, intercepted the same signal as Seeker Base 
Laura, and is attempting to locate the captives. The Cossacks have just 
fought a battle with Slavers, and have been scattered. One cluster of six 
female Cossacks with horses and weapons has made camp and is question- 
ing a male prisoner (a Slaver, though the player characters have no way of 
knowing that). This is the camp spotted by the players, 

SOLUTIONS: The players may befriend, fight, or avoid the Cossacks, 
or may simply use this encounter to gather information. 

BACKGROUND: In the last days of the world, an elite Soviet para- 
diop command landed in the Denver area. In the last century, descen- 
dants of this group have developed a militaristic matriarchy dedicated to 
socialism and women's rights. 

This group's founding belief is that the old world was destroyed 
because it was run by men. Men are seen as having two inherent faults: 
stupidity and cowardice. Women from this culture measure their great- 



ness by mental superiority (as displayed when commanding soldiers in 
battle) and bravery (as evidenced by a willingness to die for a glorious 
cause). 

This particular Cossack camp consists of six women: Katrina (a 
Major), Xenia (a Captain), Olga, Natasha, Alexa, and Irina. All have red 
hair. They may each be given some form of mutation, if the GM wishes. 
Each is armed with a cavalry sabie and a pistol (5 plus ld4 bullets per 
woman). The pistols are .44 caliber cap-and-ball revolvers and are reserved 
for truly desperate situations. The Major has a riot-control gas grenade. 

Their uniforms consist of black bear-fur berets, heavy blue cloth 
greatcoats, red blouses, blue pants, and long leather boots. Each also has 
a large, black, four-legged horse equipped with a finely- tooled saddle and 
accoutrements. The Cossacks’ horses are tied among the trees at the edge 
of the small clearing. It is possible that the players could stampede them, 
but these horses are battle-trained and will attack any players who 
approach them. They can attack with their fore-hooves, and have a 
stubby horn on their foreheads which they may use as a weapon. 

The prisoner - a small, swarthy man with curled moustache - is 
stretched on the ground between four slakes. The ropes which bind him 
look painfully tight. Three pokers are heating in the campfire. Katrina 
stands over the prisoner, barking questions. 

Roll id6 to determine what the players hear if they eavesdrop. Unless 
otherwise instructed, roll once for each five-minute period the players 
spend eavesdropping, 

I - “Tell us about the girl! Tell us about the girl!” says Katrina. The 
man says, *T know nothing about your girl.” 

2_ “Who are you? What are you doing here?” says Katrina, The man 
answers, “I am one of many. We are peaceful wayfarers in the land.” 

3— “How many of you arc there?” asks Katrina, The man answers, 
boastfully, “We fill the valleys and the plains. My brothers and 
sisters will swarm over this land and take all of you away! I spit on 
you! You are dirt!” 

4- The man refuses to answer any more questions. Irina approaches 
with a hot poker, bringing it close to his nose. Go immediately to 
-#6 on this chart. Do not roll again, 

5 - The man refuses to answer any more questions, and showers abuse 
on the women. He refers to them as man-haters, unnatural muta- 
tions without emotions or passions. Irina, visibly upset, suggests 
mutilating “the stupid pig,” but Katrina 
calmly vetoes that notion. 

6 — The man is now silent, Katrina nods, and 
Irina brings the tip of a hot poker down 
on his bared chest. There is a sizzling 
sound, steam rises, and with a super- 
human effort the prisoner pulls the stake 
free of the ground and tries to escape. If 
the players intervene, play this out; if the 
players choose not to intervene, the man 
will be knocked unconscious for the rest 
of the night. Only medical attention will 
bring him around before morning. 

The Cossacks are intent on their prisoner, and 
will not notice the players unless they are unusu- 
ally noisy or stupid. (Of course, if the players 
intervene on the captive's behalf, they will be 
noticed immediately.) If the players attract the 
attention of the Cossacks, roll for each Cossack 
to find her reaction: 

1 — Instant distrust and dislike. Roll again. 
On a roll of “1" or ”2," the Cossack roll- 
ed for draws her sabre and charges the 
players* She will fight until (and if) she is 
ordered to stop by a superior officer. 

2- Extremely wary, but willing to negotiate, 

3- Uncertain, but pessimistic. 

4- Uncertain, but optimistic, 

5- Friendly, but with weapons drawn any- 
way* 

6- Friendly, Instinctively willing to work 
with the players. 

TREASURE: The weapons and clothes 

already mentioned, plus a sketchy map oi the 
Cossacks' travels from Colorado, marked with 
Russian lettering. Some travel rations will be 
found as well. 
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REPERCUSSIONS: The best result of this encounter would be an 
alliance between the Cossacks and the player characters. The Cossacks 
will be a little hard to get along with. They Inherently despise men for 
their cowardice and stupidity, and constantly talk about dying for glory 
on their valiant quest. They will never fully trust male player characters. 
If the players try to turn their backs on the mission, the Cossacks will try 
to force them to keep going - at gunpoint if necessary* Players who 
prove themselves in the Cossacks’ eyes will be Invited to return to the 
Motherland with them* 

If' the Cossacks are ignored, they will continue to search for the cap- 
tives (yes, the same captives the players seek to rescue), searching the 
entire area. They have no signal tracer, however, and have only the 
vaguest idea where to look. They - or another band of Cossacks — will 
surely run into tire players again* 

If a fight breaks out between the Cossacks and the players, the noise 
will attract the attention of another Cossack woman, lost in the woods* 
This late arrival is unarmed and will watch the battle from the sidelines 
(discretion being the better part of valor) unless she feels her actions 
would turn the tide in favor of her sisters. If the players kill the six 
original Cossacks or otherwise free the male captive, the late arrival will 
return to the forest, rejoin her comrades in arms, and report that the 
player characters are in cahoots with the Slavers. 

If the players rescue the Cossacks’ captive, he will tell them how the 
Cossacks - a savage band of militant man-haters - attacked his peaceful 
caravan and took him prisoner. He says that Cossack prisoners never live; 
they are skinned alive and boiled in a pot and eaten* If the players leave 
him unguarded, even for a moment, he will attempt to slip away and 
rejoin his Slaver caravan. 



Night Camp: Non-Player Character 
NAME: Major Katrina Deborovna 

DESCRIPTION: Aloof, disciplined, and self-confident, Katrina is a 
perfect cavalry officer. Her goal in life is to lead the thundering charge of 
hundreds of cavalry women into battle* She is indifferent to her own 
suffering and, though she finds emotions hard to handle, she cares for 
the women in her charge. She is used to giving orders (and not having to 
discuss them), and knows beyond a doubt that women are naturally 
superior to men* It’s so obvious it doesn’t need mentioning ... it just 
shows when she says things like “Fight like a woman!” 

ACTIONS: Katrina is as wrapped up in the quest to rescue the cap- 
tives as the players are. It has become an overwhelming obsession - all 
those purebred women have to be saved, even if some male captives are 
helped as well. She will demand action, and may do something on her own 
initiative that might not be prudent or safe in the players’ estimation. 

pENCOUNTER 3: i 

Romanov 

and the Boys 

LOCATION: On a trail through a heavily wooded valley* 

SET-UP: On a morning after the last encounter, the players arc travel- 
ling along a trail towards the Sea. Their horses begin to act uneasy. If 
they continue along the trail, nets will fall from the trees and a heavily 
accented voice will shout, “You are our prisoners! Surrenderor be killed!” 
SITUATION: In addition to the Cossack who observed the last 
encounter, Slaver spies witnessed the events in the forest They reported 
to the Slaver leader, Romanov. (Note: For the sake of simplicity, if the 
prisoner escaped, let him be the one to report to Romanov.) Romanov 
decided it would be best to attack the players, take them prisoner, and 
sell them as galley slaves to the lacker fleet. Attractive females, if any, 
may be held for the wife /concubine trade* 

The Slavers arc well organized. There arc eight slavers in the net team 
and another eight (including Romanov and a Jacker named Groggins) 
on the ground. 

SOLUTIONS: The players can escape, fight, or surrender. Escape will 
be difficult and will almost certainly result in injuries or death. Fighting 
is suicidal (and may require a saving roll against intelligence). Surrender is 
the sanest course of action* 

BACKGROUND: Romanov Is in command of an advance party of 
Slavers who have penetrated to the western mountains in hopes of 
expanding their slave trade to the Mormen Empire. They are also allied — 
through the Jacker, Groggins - with the Renegades holding the captives 
who signalled Seeker Rase Laura. The Slavers arc negotiating to buy those 
captives in order to deal them to the Mormen and others. 

The Slavers form a vast trading network along the Mississippi and 
Missouri river systems* Their original mode of operation was to come to 



a remote town to sell normal trade goods. Then, on the night they left 
town, they would kidnap local children who would be raised and then 
sold on the slave market* As civilization has developed since the End of 
the World, the Slavers have found that they can often purchase children 
cheaply (and more-or-lcss legally) from their parents* Nowadays, they 
conduct their slave trade openly. 

The Slavers, led by Romanov, live according to “The Code” and con- 
sider themselves honorable businessmen, Romanov is a reasonable man, 
and will break off any attack if losses become unacceptable. If the players 
come out ahead in a confrontation with the Renegades, he will switch 
sides and deal with them. In this specific instance, the Renegades 
(operating through their agent, Groggins, so as to preserve their ano- 
nymity) have promised to deliver young, attractive, genetically pure 
humans - one of the world’s rarest commodities — into the hands of the 
Slavers. The Slavers will deal with anyone who can deliver such goods* 
That includes the players, should they choose to involve themselves in 
the slave trade* 

Slaver characters may be armed using the same tables as the player 
characters, but they have no high-tech devices. Groggins is armed with 
two flintlock pistols. A mutated and quite intelligent parrot rides on his 
shoulder. This “pet” has no great love for Groggins, and will act in a 
friendly manner toward anyone who acts in such a manner toward him. 

If (by some miracle) the players manage to kill Groggins and escape 
from the Slavers, the parrot will follow them, spouting lines from old 
pirate stories (“Aaaahr, Matey,” “B!ou r the man down,” “Make him walk 
the plank.” etc.)* The parrot will sprinkle his speech with tidbits of 
information about the Island of En tell ope, the captives, and the lackers’ 
base of operations, even the Renegades and their base* ( Gam em asters, use 
your judgement, giving the players neither too much, nor too little help.) 

TREASURE: The Slaver caravan includes two wagons, each harnessed 
to a pair of dapple-gray oxen. These wagons contain silk clothes, leather 
goods, crude jewelry, well-made knives and short swords, cooking utensils, 
and other trade goods* There are two teenage guards in the wagon (who 
will flee at the first sign of a fight)* Groggins’ parrot certainly qualifies as 
treasure. All the Slavers have personal possessions and low- tech weaponry. 
Game masters can determine this according to the rules of their own 
game systems. 

REPERCUSSIONS: If the players surrender to the Slavers they will 
be bound very efficiently with chains and taken to Encounter 4, where 
they will be sold to the lackers as galley slaves. Should they choose, the 
players can take this opportunity (such as it is) to acquaint themselves 
with the lackers’ other prisoners - Lord Hink of Two-Falls and Lorilct 
Mac Herron* 

If the players defeat the Slavers in battle and manage to escape, 
Romanov (or one of his lieutenants, if Romanov is dead) will follow 
them from a distance, watching their every move* He will be reluctant to 
tangle with them again and will wait to sec how the players fare in their 
next encounters. In short, the Slavers will become interested neutrals 
until it is time to decide the fate of the Renegades’ captives; they want 
those captives and don’t, care who they have to deal with in order to 
get them* 



Romanov and the Boys: Non-Player Characters 

NAME: Romanov Zingari 

DESCRIPTION: Suave and enchanting, the chief of these Slavers is 
nimble- witted and slick as a seal. Romanov is proud of his knowledge of 
the ways of the world, but this knowledge has left him cynical. He is a 
gentleman (according to his own peculiar code) and will not go back on 
his word or betray his people. 

ACTIONS: Romanov, having learned of the captives of Entellope 
from Groggins, has made up his mind to acquire them, so long as the cost 
(in currency and lives) is not too great* He dislikes the lackers in general, 
and Black Spike’s Renegades in particular, considering them uncouth. He 
is always ready to negotiate, and prepares for all contingencies. 

NAME: Groggins 

DESCRIPTION: Groggins would sell his grandmother for a handful of 
coins. He is self-indulgent, lazy, greedy, and cowardly. He will do any- 
thing, betray anyone, grovel on Iris knees* to preserve his life . . . but he’ll 
always try to have an ace in the hole. He is slimy, deceitful, and without 
ethics or morals. 

A CTIONS: If he must, Groggins will surrender to stay alive. He’ll even 
betray some of what he knows about Black Spike (and he knows quite a 
bit)* Groggins is introduced to the players as the lackers’ representative 
among the Slavers* In reality, this is just a cover* Even Romanov Zingari 
doesn’t know Or at Groggins is Black Spike’s spy in the Jacker camp. 
Everything that happens among the lackers on the surface of the Island 
of Entellope, on the high seas, or on the mainland among the Slavers is 
passed along to Black Spike’s Renegades through Groggins. 
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Groggins is currently arranging final details for the slave deal without 
letting Romanov know who he really works for. Groggins is pathologically 
afraid of being gored by Black Spike. 

NAME: Lord Hink of Two-Falls 

DESCRIPTION : Arrogant, loud, and demanding, Lord Hink is a 
typical Mormon ruler. He feasts on entire legs of mu tton, requires others 
to tend to his needs, tends to be grumpy, and has no manners. Women 
are nothing more to him than potential wives. Unattractive or assertive 
women make him nervous and irritable. 

A CTIONS: Lord Hink is obsessed with what he calls the Beast of the 
Sea - a monstrous “sea serpent" that destroys seafaring ships with bolts 
of fire. He insists that the creature lurks at the bottom of the Sea of 
Deseret, (The “sea serpent" is actually the Esmerelda II, Black Spike’s 
submersible, which sank a ship on which Lord Hink once sailed.) 

The Slavers captured Hink in the wilderness as he searched for clues 
about the monster, Groggins’ recommendation to the Slavers is that they 
sell him to the J ackers as a galley slave. But Hink speaks too freely about 
his serpent and Black Spike is concerned that others might become 
interested as well and find out about his submersible, about him. about 
his renegade pirates, and about the captives he holds in a fortress beneath 
the Island of Entellope. For this reason, Groggins will attempt to kill 
Hink shortly after everyone arrives on the Island, The players will have 
the chance to intervene, and perhaps cam the friendship of Lord Hink 
(for what little that is worth in this particular adventure). 

NAME: Lorilei MacHerron 

DESCRIPTION: Precocious, dogged, and quite attractive to most 
men’s eyes, Lorilei is one of the foremost scholars of the Barony of 
Logon. She is particularly fascinated by ancient technological devices, 
and she knows as much about ancient science as anyone the players have 
ever encountered. She also has a penchant for getting into trouble. 

A CTIONS: Under pressure from the Mermen, the Baron of Logon 
ordered Lorilei to cooperate with Lord Hink and assist him in his investi- 
gation of the Beast of the Sea. At least, that’s the way things appear on 
the surface. In truth, Lorilei is an agent of the Baron. Hink and the 
Mormon made their pitch to Lorilei and the Baron and convinced them 
that something funny was going on in the Sea of Deseret. They didn’t 
believe the sea serpent story, suspecting instead that H ink’s monster was 
a relic of ancient times. Lorilei will cooperate with the players as much as 
she dares, but is worried about the balance of power on the Sea. She 
dislikes and mistrusts both main powers in the area — the Mormen and 
the lackers. Should she discover the truth about the Esmerelda II, she 
would like to see it in the hands of the Baron of Logun. 




LOCATION: On the sea shore, 

SET-UP: As the players move through the woods, approaching the 
shores of the great Sea (but before they can actually see it) they hear the 
sound of men singing a seafaring pirate-type song. 

SITU A TIO N: A lacker crew has sailed a Kegger to the mainland to 
load up on fresh water. (There is no known source of fresh water on the 
Island of Entellope.) If the players have been captured, there is a second 
vessel here as well, sent to carry them to the island. 

SOLUTIONS: The players have been following the signal tracer Tor 
some time now' and have found nothing. Now their course plainly leads 
to the sea. The source of the signal received by Seeker Base Laura is out 
there somewhere. They must have a boat. This is their chance. 

BACKGROUND: After the End of the World, the survivors of the 
shattered Mormon Church migrated to Idaho. The rest of the area’s 
population was left behind. Those who remained built a citadel on the 



Island of Entellope, put together a fleet of war galleys and merchantmen, 
and ruled the Sea of Deseret. Animal life - much of it mutated like the 
Brine Shrimp, but still edible - thrived in the spreading Salt Sea, and life 
along its coastline was good, if not easy. Most of the survivors adopted a 
lifestyle centered around fishing. Others, like the lackers, chose a life of 
piracy, preying on those who depended upon the Sea for sustenance and 
trade. The lackers came to rule the Sea of Deseret, 

Part of the lackers’ strength lies in their mastery of technology. 
Though less accomplished in this respect than the Cossacks (who have 
relatively modern guns, hand grenades, and other 20th-century standard 
weapons), the lackers are the terror of the high seas. They have flintlock 
firearms and naval cannon. Their stout waicraft can maneuver without 
wind and are armed with rams that can split an enemy ship wide open. 
Once they had a submersible, a primitive wood-and-steel vessel armed 
with torpedo-rams: it went down in a storm eighteen years ago and is 
believed lost. 

The lackers are ruled by a Council of Captains, one from every war- 
ship. Some vestiges of democracy remain in the Jacker community - ship 
captains are elected by a vote of the crew members, but by tradition the 
selection of a captain is often accompanied by duels (both pistols and 
cutlasses) and by battles among the factions supporting various candi- 
dates. The members of the Council of Captains, in turn, elect a leader, 
called the Captain of Captains. 

Many of the J ackers are mutants. (Mutations should be consistent 
with the rules of the game system you use.) Their basic community unit 
is the ship (even when they’re ashore). Each ship is ruled by its officers: 
the Captain, the Mate (of which there can be as many as three on a big 
ship), the Quartermaster (in charge of keeping to a course), the Coxswain 
(who actually steers the ship), the Surgeon, and the Barbecue (or ship’s 
cook). Not officially an officer, the Barbecue is still one whose advice is 
taken seriously. He is often a veteran seaman forced into light duty 
by injury. 

To join these pirates, a candidate must fmd a sponsor among the 
lackers who will state, upon threat of death, that the recruit is true and 
square. The initiate then goes on probation for a year, w T atched by 
a crew mate of the Captain’s choosing. If, in the end, the probationer 
proves worthy, the matter is put to a vote of the ship’s officers. One 
“no" vote and the man is put ashore. 

The pirates live off sea commerce and by raiding the coastal towns. 
Lighter pirate vessels roam far up the main rivers from time to time. The 
lackers rarely embark upon long land expeditions, though such expedi- 
tions are not completely unknown. In these more-or-less settled times, 
the lackers also have regular revenues from ships and towns that pay a 
duty- tax; when the tax goes unpaid, the pirates visit the offending town 
and make off with its goods and many of its citizens. 

The pirates consider themselves “gentlemen of fortune," but in truth 
they can never trust each other. On the whole, they are greedy and quick 
to act. They don’t always think matters through, and will not hesitate to 
kill a man (or w r ontan) if they figure it needs doing. They, like pirates of 
all eras, love to drink when a job is finished. 

These pirates are not. fools — the lackers are always well armed and 
reasonably alert, especially with the constant threat of war with the 
Mormen hanging overhead. The lackers are ferocious, savage, blood- 
thirsty, and incredibly brave, but they also act a lot like a mob; they need 
a strong leader to coordinate their activities. 

They have no uniforms as such. Their shirts tend to be brightly 
colored; they wear knee-length pants and leather moccasins. An officer 
might have a cloth coat, a scabbard for his sword, and a fur cap. 

Keggers are boats (not ships) built to carry a large cask of water from 
shore to shore. They have a small crew consisting of two seahands and a 
ship’s boy, led by a Quartermaster. Kegger crews arc generally armed 
with cutlasses and flintlock pistols, except for the boy who has a dagger. 
The Kegger crew is charged with guarding the men who do the real work 
- eight slaves, bare to the waist, who haul buckets from a freshwater 
stream and pass them back to their companions to pour into the Kegger’s 
large cask. 

The jackets’ power is based on slave labor - slaves propel their galleys 
and perform all heavy labor. Some slaves come under the Jacker sphere 
of influence as a kind of tax - the best “goods" available from slave 
traders whose wares come their way; others are taken in raids on coastal 
towns. The J ackers’ slaves live for little besides freedom. Some escape 
every year, while many others die trying. 

TREASURE: The Kegger itself, the J acker crew’s weapons, and a bag 
containing a dozen gold pieces hanging from the Quartermaster’s belt 

REPERCUSSIONS: If the players take the Kegger, they can sail 
wherever they wish on the Sea of Deseret. Gamemastcrs should, however, 
bear in mind that this Is a small boat and won’t fare too well on open 
water. A lacker lookout on Spyglass Point on the Island of Entellope will 
begin to wonder what is going on if the Kegger takes too strange a course. 
He may even go so far as to sound an alarm. 
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If the players are captured by the J ackers 
(or were captured by the Slavers in the last sce- 
nario) they will join the galley slaves on the 
second Jacker boat described in the Encounter 
Situation section above and be taken in chains 
to the Island of Em ell ope. 

Anyone pursuing the players must strike 
before the players leave- the "mainland, or wait 
until they can find some way to get to the 
Island themselves. 



The Kegger; 
Non-Player Character 



NAME: Spooney 

DE SCRIP TION: N ot a serious p ers on (thou gh 
quite clever). Spooney takes life as a joke and as 
a game. He is genuinely friendly, a natural come- 
dian, a prankster, and a bard. He always carries 
a concertina, lie tries not to hurt his friends, 

ACTIONS: Spooney is a se ah and on the 
Kegger, and is also the go-between for Groggins 
and Black Spike, He is one of the few people 
who know about the back entrance to Gr a Uls- 
ter's old workshop in a walled- off portion of the 
Jackets* Citadel. Spooney meets the Renegades 
by descending to Black Spike's underground for- 
tress through the false well in the workshop. He 
makes this trip and reports to the Renegade chief 
each night. If the players manage to reach the 
Island and happen to be out at night, they 
should be given a fairly good chance of spotting 
Spooney skulking around the rocks at the base 
of the Citadel; they will see Spooney disappear 
into the cliff base. Careful examination of the 
area where he was last seen will reveal a hidden 
door in th e rock face ( I on the m ap) ; luckily for 
the players, on the night they spot him, Spooney 
has left the door ajar. If the players choose to 
return some other time, the door will be locked, 
and they will have to force it open (a fairly 
simple matter once one knows where the door 
is). The door opens into a dark passage leading 
to Giollistei's old workshop. (A more detailed 
discussion of Ott Groliis ter, the Citadel, and the 
old workshop will be found in the section 
which follows.) 

Note: Having gotten this far, the players now 
have considerable freedom of action. So docs 
the game-master. If the players are not prisoners, 
they are probably being pursued by one or 
more groups. Will these groups cross the waters 
in pursuit? If tire players are prisoners, then 
someone else must have the signal tracer - can they figure it out? Will 
they use it? Can the players recapture the device? These are but a few of 
many easily overlooked questions which may come up at this point. Bear 
them in mind. 



pV. the island of entellope 

General Description 



The island is heavily wooded and the terrain Is rough. Mountains run 
lengthwise across the island, the highest peaks being Spyglass Point at the 
northern end and Freedom Peak (source of the radio transmission). There 
are ravines, cliffs, and small protected glades and valleys. The island Is 
edged by rock shores and cliffs, with beaches at only two points: lackers’ 
Cove (the island’s only harbor), and the southern point. 

The island was named for the herds of antelope that once inhabited it. 
j ackers drove the herds to extinction. 

No natives other than the Jackets live here, though some escaped 
slaves run wild on the southern parts of Entellope. (One of the island's 
mysteries is where they find water.) There are trails on the island, left by 
animals, which cross the mountains at the lower elevations. 

The Island of Entellope has two major structures: the Citadel at 
Jackets* Cove, and the submerged base of the Foundation of Free Men. 



lackers' Cove 
and the Citadel 

The cove contains six structures, most of which house Jackets. Should 
you need more J ackers than are provided in this and the following 
section, there are a dozen seamen and an officer at the semaphore tower 
on Spyglass Point; the Flint and the Entellope (with a crew of ten pirates 
and twenty slave oarsmen each) are on sea patrol; two larger ships, the 
Sweet Barbara and the Terri Ho (each with a crew of twenty and forty 
slave oarsmen) are on shore leave in Or ml and. 

The Bunkhouse (2) is a simple timber structure containing bunks and 
personal belongings in seabags. Two trail-looking, elderly pirates (armed 
with flintlock pistols and short swords) who act as caretakers will be 
found here. Finally, the players will find an odd energy mace here. Tire 
mace has a stud or its handle. When this stud is pushed, the mace will 
shock anyone it touches. It will do twice the damage of an ordinary mace 
or small club. 

The Palisade (3) is a massive timber barricade enclosing the Citadel. 
On the inside of the wall is a walkway, so pirates can stand behind the 
wall and fire at attackers on the ground. The gate is kept open during the 
day. Two pirates armed with flintlock pistols and short swords stand 
watch. The gate is closed at night. Between the Palisade and the Citadel Is 
the “compound.” This contains a flagpole Tying the lacker flag, and a 
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guard shack in which will be found a table and four chairs. There arc 
normally eight pirates (armed only with swords) on guard here. 

The Citadel itself (4) is the remains of a reinforced concrete block' 
house. The End of the World left only a floor and part of a front wall. 
The original J ackers patched the walls with stone and mortar, and built 
them back to meet the cliff face. 

Whoever happens to be the Captain of Captains at any given time 
must live in the Citadel. In the eyes of most of the lackers, this is some- 
what less than desirable, an ongoing test of the Captain's courage. Most 
of the lackers believe the building was cursed by the long-believed-dead 
inventor, Ott Grollistcr. As it turns out, this superstitious belief has been 
cultivated by Black Spike through his agents above ground. This carefully 
worked out scheme involved rumors of horrible sounds heard at night, 
tales of foolish lackers who entered Grollister’s workshop and were never 
seen again, and stories of the myriad horrible, death -dealing techno- traps 
awaiting those foolish enough to open the cobwebbcd door connecting 
the Citadel proper to the workshop on the other side. 

This scheme was concocted by Black Spike to prevent the lackers 
on the surface from discovering the vast underground complex — to say 
nothing of the technological marvels and priceless captives within. 

At present, two people live in the Citadel - John-Jack, the current 
Captain of Captains, and his woman/servant, Patreshia. These two arc 
well-armed at all times (flintlock pistols for each, a short sword for 
Patreshia, and a cutlass for John-Jack). Both Patreshia and John-Jack will 
be found here, engaged in whatever activity seems appropriate for the 
time of day the players arrive (sleeping at night, eating at mealtimes, etc.). 
In the event of a battle, any pirates who cannot reach their ships will — 
reluctantly — take shelter here or behind the Palisade. 

The Citadel appears to consist of a single, very large, oddly shaped 
room. (Actually, one corner has been walled off to form a second, 
smaller room.) The J ackers' Weapons Locker (5) is in a cleft in the back 
wall of the Citadel; it is never locked. The weapons locker contains a 
dozen flintlock pistols, plenty of bullets, and four small kegs of black 
powder. 

The Citadel's roof is supported by several stone pillars, and does not 
extend over the entire building — the center is open to the sky. Thus, a 
bonfire can be built in the Citadel’s center at night. 

The second, smaller, walled- off room (6) is of great importance to the 
players. For one thing, it is one of Ott GroJli steWs Workshops, Players 



will find it remarkably undisturbed; remember, the superstitious Jackers 
exhibit an almost unnatural fear of whatever lies beyond the walled- off 
section of the Citadel. 

The door to the workshop is locked and covered with cobwebs. The 
lock is quite simple (an old-fashioned skeleton key lock) and players 
should be able to open it in a matter of minutes. As an alternative, two 
players should be able to put their shoulders to it and have it open in no 
time; superstition, not strength, has prevented this door from being 
opened over the years. 

Once inside GrollisteEs workshop, the players will find a Renegade 
.guard armed with two cutlasses and a dagger. He will leap instantly to the 
attack as soon as anyone sets foot in the workshop. His attack will be swift, 
sure, and silent; he will protect the secret base to the death. Should the 
players defeat him in combat, they will find all sorts of valuable goodies. 

A powered-down household robot sits against one wall; the players 
must have a storage battery or other power source (with lots of charge 
left) in order to power it up. Should they manage to accomplish this, 
they will possess one of the mechanical marvels of the age. It can perform 
any household task required (cooking, cleaning, responding to knocks at 
a door, for instance). It is quite strong and durable but, unfortunately, 
a total bust at fighting. 

The base of a statuette in Grollistefs shop conceals a laser pistol with 
a full charge (whatever that may be in your game system). Players will 
have to figure out how to use it (saving roll against Intelligence) and even 
if they do figure it out, they may be unskilled with it. 

A surprisingly small suit of solar- powered battle armor (doubles 
strength, endurance, and dexterity - or similar characteristics) lies in a 
heap on the floor of the workshop. Only a character between 5 3 3” and 
5' 6 ,s tall can wear this armor. 

Hidden (though not very well) beneath a pile of unidentifiable tech- 
nological junk, the players may find a set of four robot tentacle-arms 
built into a vest-like device. (Any one of average size would be able to 
wear it.) The arms respond to the wearer's thoughts; all of the arms can 
be controlled simultaneously; each has strength roughly equivalent to the 
wearer's natural arms. They are made of metal, and are quite damage- 
resistant. The arms require a portable battery pack of a sort the players 
have never seen. Make a saving roll against Intelligence to spot the plug 
into which such a battery pack would fit. 

Finally, hidden quite well (players will have to roll to find it), the 
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